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Introduction 


Hey there reader! This is a fan-made Fallout inspired 
TTRPG system mixed with aspects D&D and a lot of my 
own ideas (however, it is important to me that this is not a 
Fallout D&D conversion, nor a ‘d20’ Fallout system). 
Bethesda was kind enough to grant permission to the 
creation of this project primarily as a wish fulfillment on my 
own end. Fallout was one of my first introductions to 
role-playing games. Before | really found TTRPG’s, | 
would write fanfiction in high-school about me and my 
friends as characters in the world of fallout. | love these 
video games and was never entirely satisfied with any 
TTRPG system | had found or played. So | spent a few 
months stitching together a bunch of homebrew rules 
while taking inspiration from Fallout and Fallout 2. Then, 
as it was loosely held together with duct tape, we live 
streamed a campaign using this system on our youtube 
channel, Arcane Arcade, and since July of 2021 I’ve made 
lots of changes and updates as we playtested this system. 
Overall, I’m happy with how this system has turned out 
and will continue to update it in the future, but | wanted to 
settle on a definitive edition of it. This is that. 

This system has a primary focus on survival while allowing 
room for narrative, roleplay, and most of all: meaningful 
progression. A major focus on the design was play 
conditioning and horizontal progression. (Thanks to 
youtuber hbomberguy for those terms). If you have an 
ability or skill your character is good at, | wanted that to be 
reflected on your character sheet. If there is a narrative 
reason your character is good at persuading others, there 
should be a number/statistic/ability that you have that 
reflects this. | also wanted your choices to feel extremely 
impactful within this system, as is the entire idea behind 
TTRPG’s as a whole. | often find that many systems like to 
hand-hold their players as much as possible to make 
things simple for them, and while | agree with this 
decisions | also want to respect the player to make 
important decisions about who their character is. There 
aren't any tropes your character falls into within this 
system, instead you choose whatever ability, perk, or skill 
sounds cool and interesting and play from there. My goal 
was to make something simple at a glance but extremely 
complex the more you play. | also wanted to make this 
easy for GM’s to run. | often find myself in other TTRPG’s 
trying my hardest to remember every rule or memorizing 
my player’s character sheets. With this system | made an 
effort to only have the knowledge of rules be relevant to 
what the party already had. By that | mean, your players 
will Know every ability they have because they actively 
chose them, meaning they won't surprise you with some 
new spell they can prepare on a long rest that you’ve 
never heard of before.This system being so free form 


doesn't get away with anything being broken. | designed it 
with the intention to feel like you might be a little busted. 
If at level 1 you can do something outrageous but you've 
gonked all your other stats, it's kind of the point of the 
system. I've tried to balance out each ability and skill to 
work evenly in game without one feeling more useless or 
being a typical ‘dump stat’. The intention is that if you've 
got crazy crits, or +20 to melee weapons, or insane hit 
points, you're very likely lacking somewhere else. 
So while | want the system to work, sometimes you're 
gonna find combos that are gonna feel insane, goofy, or 
don't make sense. Bring it up with your GM and figure out 
how you want to move forward. | highly encourage house 
rules with the system. What | find fun may not be fun for 
you and your table. 
In any case, | wanted this system to be a good medium 
between number crunch, roleplay, and freedom of choice 
while also respecting the source material of Fallout which | 
love dearly. With that being said, there’s not a whole lot of 
lore and story I’ve included within this system. There’s 
tons of resources online where you can learn about 
Fallout, the purpose of this is to provide you with a system 
to run your own games. 
Thanks to all our viewers, playtesters, and supporters. 
And especially thanks to Spencer, Craig, Marshall, Tyler, 
Mia, and Jack for playing the first iteration of this system. 
And especially to Colton, may Billy fly high in golf heaven. 
Have fun out there! 

- Jacob 


Character Creation 


Included here is the quick start guide to making a 
character at either first level or any level. Follow the 
associated checklist for steps on how to create your 
character. 


1. 
2. 


10. 


11. 


Choose your Race. 

Assign your ability scores (aka S.P.E.C.I.A.L). 
Each ability score starts at 5. At 1st level you gain 
3 points which you can use to increase any ability 
score equal to the points used. You can also 
decrease any ability score to gain extra points 
equal to the amount decreased. 

Once you have assigned your ability scores, 
determine your modifier to each ability (which is 
noted with a + or -). Your modifier is equal to 5 
minus your score. Example; if you have a 7 in 
Luck and a 3 in Strength, your Luck modifier is +2 
and your Strength modifier is -2. 

Calculate your skill bonuses. Each skill has an 
associated ability score which modifies your 
bonus to any d20 roll you make with it. 

After determining your skill bonuses, be sure to 
add half your Luck modifier (rounded down) to all 
skills. 

Choose your Background and assign your skill 
bonuses. You gain a +2 to three different skills 
listed in your chosen Background. 

You can optionally choose one or two Traits, and 
you can optionally modify it with Wild Wasteland 
(see traits on pg. 20). Note: You can skip choosing 
a trait now and instead choose it after you finish 
building your character. 

Calculate your Stamina Points (SP). At 1st level 
your Stamina Points are equal to your Agility 
modifier + 10. 

Calculate your Hit Points (HP). At 1st level your 
Hit Points are equal to your Endurance modifier + 
10. 

Calculate your Action Points (AP). At 1st level 
your Action Points are equal to your Agility 
modifier + 10. 

Calculate your Healing Rate. Your Healing Rate is 
equal to your level + your Endurance ability score 
added together, then halved. 


. Calculate your Carry Load. Your Carry Load is 


equal to your Strength score x 10. 


. Calculate your passive sense. Your passive sense 


is equal to 12 + your Perception modifier. 


. Calculate your Party Nerve bonus. Your Party 


Nerve bonus is equal to every player character’s 
charisma modifier added together, then halved. 


15. 


16. 


17. 


18. 


19. 


20. 


o Your Party Nerve bonus is added to your 
Death Saves. Additionally, whenever you 
roll combat sequence you gain temporary 
SP equal to your Party Nerve bonus. 

Calculate your Group Sneak. Your Group Sneak is 
equal to each player character’s Sneak modifier 
divided by the number of player characters. 
(Simply put; Group Sneak is the mean, or 
average, Sneak modifier of each player 
character). 

Add any equipment you gained from your 
background. Alternatively, you can choose to take 
no equipment and gain 850 caps. You can use 
these caps to purchase starting equipment 
Calculate your armor class (AC). At 1st level your 
armor class is equal to 10 and is modified by 
either armor, perks, or abilities. Your armor class 
can never be lower than 10 unless another ability 
specifies. 

Calculate your Damage Threshold (DT). At ‘st 
level your Damage Threshold is equal to 0 and is 
modified by either armor, perks, or abilities. 

Your Hunger, Dehydration, and Exhaustion levels 
start at 0. 

If you chose Human as your race; determine your 
Radiation Difficulty Class (DC). Your Radiation DC 
is equal to 12 - your Endurance ability modifier. 


If you have a weapon, calculate the following: 


21. 


22. 


Attack bonus. When you attack with a weapon, 
your bonus to hit is equal to your skill bonus with 
the associated weapon. Example: If you roll a d20 
to hit with a pistol, you add your Guns skill to the 
d20 roll. 

o Big Guns use the Guns skill. 

o Bladed Weapons use the Melee Weapons 
skill. 
Blunt Weapons use the Melee Weapons skill. 
Energy Weapons use the Energy Weapons. 
Explosives use the Explosives skill. 
Mechanical Weapons use the Melee Weapons 
skill. 
Pistols use the Guns skill. 
Rifles use the Guns skill. 
Shotguns use the Guns skill. 
Submachine Guns use the Guns skill. 
Unarmed uses the Unarmed skill 
Damage bonus. When you hit a target with an 
attack, you deal damage equal to the weapon’s 
damage calculation + your ability modifier with the 
associated skill used to attack. Example: 
Spencer’s character ‘Huck’ fires his shotgun at a 
radroach. Spencer rolls a d20 and adds their Gun 
bonus to the d20 roll. She rolls a 10 and adds 3 


Oo 0 0 0 


Ooo 0 0 0 


for a total of 13. She beats the AC of the 
Radroach and rolls damage. The damage is 3d6 
plus Huck’s agility modifier, because Guns uses 
the Agility ability modifier. 

23. Lastly, if you haven’t done so already, you can 
optionally choose one or two Traits, and you can 
optionally modify it with Wild Wasteland (see traits 
on pg. 20). 


Leveling Up. 


Levels are a measurement of your character's experience 
and adaptation to the wasteland. Throughout the game, 
the Game Master (GM) may reward the player characters 
with Experience Points (XP). Whenever you gain 1000 XP, 
you gain a level. Each level grants you something different 
as described below. 

For reference of what your total stamina points, hit points, 
Perks, and Skill points you should have; use the Level Up 
Table on pg. 


Gaining XP 

The GM may award the players with XP at any time, but is 
typically awarded when the player characters spend any 
amount of time resting after completing a quest, 
encounter, or discovering something new. Whenever you 
gain XP, if your XP total is lower than any other player 
character's total XP, you gain XP equal to the difference 
between your total and theirs. (Simply put: everyone 
shares the same amount of XP. defaulting to whoever has 
the highest). Additionally, the following modifiers are 
added to the total. 

Reaching 0 Hit Points. A 10% bonus of XP is 
awarded for each player character that fell to 0 hit points. 

Death. 1000 XP is awarded to each player character if 
another player character permanently dies. 

Creature Discovery. A 20% bonus of XP is awarded if 
the player characters roll combat sequence with a creature 
they have never rolled combat sequence with before. 

Location Discovery. A 20% bonus of XP is awarded if 
the player characters rest in a city, town, ruin, dungeon, 
point of interest, or otherwise generalized location they 
have never rested in before. 


Note: XP is not rewarded by killing people or 
monsters, it is instead rewarded for surviving 
encounters in the wasteland. Sometimes failure is 
the best teacher. 


Skill Points. Whenever you gain Skill Points, you can 
distribute these points among your skills. Each point you 
spend in a skill grants ita permanent +1. The amount of 
Skill Points you gain is determined by your Intelligence 
score. 

If your Intelligence score is a 5, you gain 4 skill points 
when you reach 5th, 9th, 13th, 17th, 21st, 25th, and 29th 
level. 

If your Intelligence score is 6 or higher, you gain 5 skill 
points when you reach 5th, 9th, 13th, 17th, 21st, 25th, and 
29th level. 

If your Intelligence score is 4 or lower, you gain 3 skill 
points when you reach 5th, 9th, 13th, 17th, 21st, 25th, and 
29th level. 

If your Intelligence score ever changes, you gain or 
lose Skill Points equal to the total available at your level 
(use the Level Up table for reference). 

Perk. When you gain a perk point, you can use it to 
increase one of your ability scores by 1 or you can choose 
a perk that you meet the requirements for from the list on 
page 27, you gain its effects when you choose it. You gain 
1 perk point at each level except for 5th, 9th, 13th, 17th, 
and 19th level. 

Stamina Points. At 1st level your stamina points are 
equal to your Agility modifier + 10. You increase your 
maximum stamina points by 5 + your Agility modifier when 
you reach 3rd, 5th, 7th, 9th, 11th, 13th, 15th, 17th, 19th, 
21st, 23rd, 25th, 27th, and 29th level. If your Agility 
modifier changes, your stamina point maximum changes 
as well, as though you had the new modifier from 1st level. 
For example, if you raise your Agility score when you 
reach 5th level and your Agility modifier increases from +1 
to +2, you adjust your stamina point maximum as though 
the modifier had always been +2. So you add 1 stamina 
point for your first three levels. The Level Up table below 
contains the full hit point calculation for each level. 

Hit Points. At 1st level your hit points are equal to your 
Endurance modifier + 10. You increase your maximum hit 
points by 5 + your Endurance modifier when you reach 
3rd, Sth, 7th, 9th, 11th, 13th, 15th, 17th, 19th, 21st, 23rd, 
25th, 27th, and 29th level. If your Endurance modifier 
changes, your hit point maximum changes as well, as 
though you had the new modifier from 1st level. For 
example, if you raise your Endurance score when you 
reach 5th level and your Endurance modifier increases 
from +1 to +2, you adjust your hit point maximum as 
though the modifier had always been +2. So you add 1 hit 
point for your first three levels. The Level Up table below 
contains the full hit point calculation for each level. 


Level Up Table 


Level | SP and HP Skill Points 
Intelligence 
Modifier: 
=1 0 +1 


1 10 SP +AGI mod 1 
10 HP +END mod 
10 SP +AGI mod 
10 HP +END mod 


15 SP +AGI mod x2 
15 HP +END mod x2 


15 SP +AGI mod x2 
15 HP +END mod x2 


20 SP +AGI mod x3 
20 HP +END mod x3 


20 SP +AGI mod x3 
20 HP +END mod x3 


7 25 SP +AGI mod x4 
25 HP +END mod x4 
25 SP +AGI mod x4 
25 HP +END mod x4 
30 SP +AGI mod x5 
30 HP +END mod x4 
10 30 SP +AGI mod x5 
30 HP +END mod x5 
11 35 SP +AGI mod x6 
35 HP +END mod x6 
12 35 SP +AGI mod x6 
35 HP +END mod x6 
13 40 SP +AGI mod x7 
40 HP +END mod x7 
40 SP +AGI mod x7 
40 HP +END mod x7 


15 45 SP +AGI mod x8 
45 HP +END mod x8 


16 45 SP +AGI mod x8 
45 HP +END mod x8 


17 50 SP +AGI mod x9 
50 HP +END mod x9 
18 


50 SP +AGI mod x9 
50 HP +END mod x9 


19 55 SP +AGI mod x10 
55 HP +END mod x10 


= = = (ee) (ee) (ee) 
No No ie) 

= = = = Kk = = KR i Bay aay 
o o oO De) No i) Ds) 

NO NO NO = = = = = = = = o1 ol o1 o 
oO oO oO oi oi ol ol oO oO oO oO 


55 SP +AGI mod x10 12 16 20 
55 HP +END mod x10 

60 SP +AGI mod x11 16 1 20 5 
60 HP +END mod x11 

60 SP +AGI mod x11 17 15 0 5 
60 HP +END mod x11 

65 SP +AGI mod x12 | 18 15 0 5 
65 HP +END mod x12 

PEPE 

70 SP +AGI mod x13 18 24 30 
70 HP +END mod x13 

75 SP +AGI mod x14 

75 HP +END mod x14 

75 SP +AGI mod x14 18 24 30 
75 HP +END mod x14 

80 SP +AGI mod x15 28 35 
80 HP +END mod x15 

80 SP +AGI mod x15 28 35 
80 HP +END mod x15 


HP +END mod x12 


70 SP +AGI mod x13 
70 HP +END mod x13 


Races 


Race traits 

The description of each race includes racial traits that are 
common to members of that race. The following entries 
appear among the traits of most races. 

Age. The age entry notes the age when a member of 
the race is considered an adult, as well as the race’s 
expected lifespan. This information can help you decide 
how old your character is at the start of the game. You can 
choose any age for your character, which could provide an 
explanation for some of your ability scores. 

Size. Characters of most races are Medium, a size 
category including creatures that are roughly 4 to 8 feet 
tall. Members of a few races are Large (between 8 and 12 
feet tall), which means that certain rules of the game affect 
them differently. 

Variant. Some races have variants. You can choose 
the variant version of the race at 1st level when creating 
your character and you gain any new traits associated with 
it. If there are two traits with the same name, the variant 
version takes precedence. 


Human 

“What a contradiction a human is. To be lacking in so many 

capabilities, but being blessed with such a tapestry of emotions.” 
- Curie. 


“Humans are the dominant species of Earth. In the 
post-apocalyptic age, "human" is more specifically used to 
denote those that have been more-or-less unaffected by 
radiation as opposed to mutants like ghouls and super 
mutants, even though said mutant types originate from 
humans. Non—mutated humans are sometimes called 
normals, smoothskins, humies, or bleeders by their mutant 
counterparts. 


Despite the existence of various mutations, humans are 
still the most common humanoid creatures on Earth. 
Post-nuclear humans, as a direct result of the radiation 
and exposition to the Forced Evolutionary Virus and some 
other biochemical agents released into the environment 
during and after the Great War, exhibit more diversity, 
primarily in genetic structure. The aforementioned factors 
have resulted in an increased rate of mutations in humans, 
although very few of these result in phenotypic changes. 
Most of these changes are non-lethal, non-damaging 
variations in the human DNA that simply increase the 
gene pool variety. Also, humans with minor mutations, like 
additional toes, skin lesions due to TDC infection, 
permanent red eyes, permanent varicose veins, or 
complete lack of hair are still considered to be humans.” 


- Excerpt from the “Human” page written on the 
Fallout Fandom Wiki. 


Age. Humans reach adulthood in their late teens and 
live less than a century. Though, those who live this long 
are far and few between in the wasteland. 

Size. Humans vary widely in height and build, your size 
is Medium or Small. 


Variant Human Traits. 
If your GM allows it, you can optionally start with these 
variant abilities. 


Resourceful. You gain one extra Karma Cap (see 
page 8) that you can use each game. 

Unexposed. You have disadvantage on all Radiation 
and Addiction checks. 


Variant: Gen 3 Synth. 

Oftentimes, Humans in the wasteland are actually 
synthetic machines that are indistinguishable from a 
regular human created by a secret cabal of scientists 
called “The Institute”. This variant option provides no 


abilities or statistical change. However it can provide a 
psychological or narrative one. Work with your GM on how 
this potentiality could affect your character. 

Alternatively, when creating your human character; roll a 
d20. On a 20, your character is secretly a Gen 3 Synth. 


Ghoul 
"The future. Survival anywhere. We surpass the norms." 
- Set. 


Ghouls are mutated humans affected by the phenomenon 
of ghoulification. Despite their zombie-like appearance, the 
flesh of ghouls is not actually rotten. Intense and 
prolonged radiation has ravaged their skin, much of their 
flesh, and in some cases many of their ligaments. Despite 
their infertility and in some cases mental deterioration, 
they have greatly extended overall lifespans and are 
immune to (and sometimes even healed by) background 
radiation and/or nuclear fallout. 


Ghouls typically can live well in human societies, but they 
are nevertheless a minority. There do exist Ghoul 
communities and cities. The Necropolis was once one, 
before it was partially destroyed by Super Mutants. Many 
pre-war farming cities in California including Broken Hills, 
Dayglow, and Gecko. 


Due to their near immortal lifespan, Ghouls often take on 
entire new personas every century or so. They learn new 
skills and inherit an entirely different identity until moving 
on to the next. 


- Summarized excerpt from the “Ghoul” page 
written on the Fallout Fandom Wiki. 


Age. Ghouls are nearly immortal, their lifespan is 
unknown. Some Ghouls have survived from even before 
the Great War over 200 years ago. 

Size. Ghouls vary widely in height and build, your size 
is Medium or Small. 

Evolution. You cannot gain levels of radiation and you 
are immune to radiation damage. Additionally, you gain no 
Irradiated levels from consuming food or water. 

Resilient Anatomy. You are resistant to poison 
damage. Any stamina points you would gain from 
consuming food, drinks, or chems is halved (rounded 
down). Any hit points you would gain from stimpaks is 
halved (rounded down). You cannot gain hit points from 
healing powder. Syringes that aren't ‘loaders’ have no 
effect on you. Additionally, whenever you take damage 
from the bleeding condition, you take half as much. 


Variant Ghoul Traits. 
If your GM allows it, you can optionally start with these 
variant abilities. 


Many Roads Walked. You gain a +2 in all skills and 
you gain an extra perk at 1st Level. 

Old Bones. You are immune to poison damage and 
you gain the Stitched Together perk. 
Half Life. Your mind slips each day, ghoulification has 
taken an immense toll on you and you feel yourself slowly 
becoming feral. When you reach Level 15, you are fully 
consumed by ghoulification, your mind is no longer your 
own, and your character is controlled by the GM. 


Gen-2 Synth. 


‘All the parts, minus a few red blood cells.” 
- Nick Valentine. 


Synth (short for synthetic humanoids, also called androids 
or artificial humans) is a common term used to refer to 
biological and mechanical robots manufactured within the 
Institute laboratories. 


Synths in extremely rare cases can escape the clutches of 
the Institute and live their own lives. Sometimes even 
having their memory erased and filled with new ones to 
live out their lives. Gen 2 Synths however are a different 
story, they are much more clear to be androids with plastic 
like skin, exposed insides, and metal pieces. 


The most common variant of mechanical synth. Gen-2s 
still possess limited A.I. and superficially resemble a 
mannequin more than a human. 


- Summarized excerpt from the “Synth” page written 
on the Fallout Fandom Wiki. 


Age. Gen-2 Synths can live hundreds of years before 
their inorganic materials begin to corrode and their 
programming deteriorates. However, a Synth who keeps 
consistent repairs is nigh immortal. 

Size. Gen-2 Synths vary widely in height and build, 
your size is Medium or Small. 

Inorganic Body. You are immune to radiation and 
poison. You gain no effects from Chems, Drinks or Food. 
Additionally you have no need to breathe, sleep, eat, or 
drink. 


Variant Gen-2 Synth Traits. 
If your GM allows it, you can optionally start with these 
variant abilities. 


Brittle Body. Whenever a creature makes a targeted 
attack against you, you gain two limb conditions instead of 
one. Additionally you are vulnerable to electricity damage. 

Software and Hardware Upgrades. \Whenever you 
gain a perk, you are considered a Robot for perk 
requirements. 

Artificial Intelligence Algorithms. Whenever you gain 
skill points, you gain 1 more. 


10 


Robots 
“| spent the first ten years trying to keep the floors waxed, 
but nothing gets out nuclear fallout from vinyl wood. 
Nothing!” 

- Codsworth. 


“A robot is a machine that is capable of autonomously 
completing tasks. Depending upon the robot, these tasks 
may be simple or complex and may require little human 
intervention or complete oversight. Robots had been 
constructed by pre-War society to fill all niches and 
occupations. From general-purpose utility droids to 
full-fledged military battle machines, robots could be found 
in almost any environment and function. Some of the 
robots in the Fallout universe will attack immediately but 
some will aid in battle or remain ambivalent.” 


- Excerpt from the “Robot” page written on the 
Fallout Fandom Wiki. 


Age. Robots can live hundreds of years before their 
inorganic materials begin to corrode and their 
programming deteriorates. However, a Robot who keeps 
consistent repairs is nigh immortal. 

Inorganic Body. You cannot gain radiation levels, you 
are immune to radiation damage and poison damage. You 
cannot gain levels of bleeding. You gain no effects from 
Chems, Drinks or Food. Additionally, you have no need to 
breathe, sleep, eat, or drink. 

Size. While there are many types of Robots, most were 
built to maintain a similar size to humans. Handy’s are 
about 2 and a half feet to 3 and a half feet in height but 
hover 2 to 3 feet off the ground. Protectrons rarely were 
built taller than 5 feet. And Robobrains typically sit around 
5 and a half feet. Regardless, your size is medium. 

Severed Limbs. Luckily for most robots, reattaching 
limbs is commonplace when they break or fall off. If any of 
your limbs are severed, you do not go into shock and they 
can be reattached with 3 steel and 1 circuitry junk item. 
When you or a creature reattaches a limb, it takes a 
number of minutes equal to 10 - their or your crafting skill 
bonus. If the amount of time is reduced to 0, it takes 6 AP 
to reattach the limb instead. 

Armor and Weapons. You can use armor and 
weapons just as any other race would. If your robot 
sub-type grants you a weapon, you can upgrade and 
modify this weapon just like any other weapon. However, 
you cannot use power armor. 

Robot Type. There are three types of robot that you 
can choose from. Handy, Protectron, and Robobrain. 
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Handy. 

“The Handy robot is a maintenance and construction robot 
with multiple, multi-jointed appendages, which levitates 
thanks to its powerful jet-powered engine. They were 
generally in use as butlers, maintenance workers and 
sometimes also employed as guards before the Great 
War.” 


- Excerpt from the “Mister Handy” page written on 
the Fallout Fandom Wiki. 


While oftentimes their name suggests a gender role, 
“Mister Handy” or “Miss Handy’ is simply a name to 
describe the robot's model. Handy’s have multitudes of 
voices, personalities, and names and can present 
themselves as any gender. 

Limbs and Targeted Attacks. Handy’s have a less 
human shape to them than other robots, floating off the 
ground with three appendages and three eyes attached to 
a large round core. You have three arms, three eyes, and 
can have up to three hands if you choose to have three 
Grippers in the Incredible Multi-Talented Appliance section 
below. You do not have a head, groin, or legs that can be 
targeted by targeted attacks or severed. Instead; targeted 
attacks to your eyes cost 2 less AP and creatures can 
target your jet engine. The jet engine functions exactly the 
same as a targeted attack to the legs, except the attack 
costs 2 more AP. If your jet engine is severed, you fall 
prone and cannot move until it is reattached. 

Fuel. You require fuel to continue to operate. Every 
week, 7 days, or 168 hours; you can spend 6 AP to fill 
your tank with a gallon of fuel or six oil junk items which 
are consumed upon use. If you fail to consume a gallon of 
fuel after the week, you must succeed a DC 12 Endurance 
check for each hour past 168. For each successful check, 
the DC increases by 2. On a fail, you become unconscious 
until another creature fills your tank with fuel. Alternatively, 
you can load a fusion core into your chassis. If you do, you 
can operate for 30 days without requiring fuel. 

Jet Engine. You hover a few feet off the ground while 
active and moving. You don't trigger any floor based traps 
or activated effects. However, if you are knocked prone, 
become stunned, or fall unconscious; you fall to the 
ground. 

Incredible Multi-Talented Appliance! Handy’s are 
built with three special tools that are attached and built 
into three of their arms. These tools and weapons can be 
modified like any other weapon, only require one hand to 
use, and do not cost AP to equip or stow. Additionally, they 
cannot be detached from you unless the arm that the tool 
or weapon is attached to is severed. Choose one tool or 
weapon from the following list that is attached to your arm. 
Buzz Saw. A mechanical saw housed in a metal frame 
used to cut wood, food, bodies, or debris. Melee Weapon. 


5 Action Points. 1d8 slashing. Critical Hit: 20, x2, applies 
bleeding. Special Properties: Cleave, Durable. (See page 
47 for details on these properties). 

Clippers. A large, sharp set of clippers for wiring, 
gardening, or opening boxes. Melee Weapon. 3 Action 
Points. 1d4 piercing. Critical Hit: 19, 20. 1d4 piercing. 
Special Properties: Dismember, Durable. (See page 47 for 
details on these properties). 

Drill. This drill has interchanging bits used for screws, 
nuts, bolts, and pilot holes. Melee Weapon. 6 Action 
Points. 1d8 slashing. Critical Hit: 20, 2d8 slashing. Special 
Properties: Durable, Mangle. (See page 47 for details on 
these properties). 

Gripper. The Gripper is two finger-like appendages that 
can grab, twist, operate, use weapons, and hold items. 
Operating at similar efficiency to a human hand. If you do 
not have at least two of these tools, you effectively only 
have one hand. (This affects some weapons which have 
the two handed, unwieldy, or kickback special properties 
on page 55) 

Torch. This kitchen tool emits a flame with an adjustable 
nozzle for cooking, flambéing, taking care of pesky bug 
nests, or lighting candles. Ranged Weapon, 10 ft. line. 5 
Action Points. 1d10 fire. Ammo: fuel, 5 rounds. Special 
Properties: Area of Effect, Durable, Incendiary (see page 
56 for details on these properties). 


Protectron. 

Protectrons have a glass dome on top of their heads that 
acts as an ocular lens that allows the Protectron to scan 
its surroundings and act accordingly. Although Protectrons 
are rather slow and ponderous, their upper body can 
swivel up to about 90 degrees to either side before having 
to step into a different position, which means that they can 
easily keep track of their target. 


- Excerpt from the “Protectron” page written on the 
Eallout Fandom Wiki. 


Limbs and Targeted Attacks. Protectrons, while still a 
robotic oddity, have a human-like shape and appendages. 
You have two arms, two legs, two hands, two feet, a head, 
and a torso. However, you do not have eyes or a groin 
that can be targeted by normal targeted attacks or 
severed. 

Reinforced Plating. Your DT increases by 1 even if 
you aren’t wearing armor. 

Slow. Protectrons can only spend a maximum of 6 AP 
on movement during their turns. 

Protect and Serve. Protectrons are built with a special 
tool that is attached and built into one of their arms. These 
tools and weapons can be modified like any other 
weapon, only require one hand to use, and do not cost AP 
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to equip or stow. Additionally, they cannot be detached 
from you unless the arm that the tool or weapon is 
attached to is severed. Choose one tool or weapon from 
the following list that is attached to your arm. 

Taser. Melee Weapon. 4 action points. 2d8 electricity 
damage. Critical Hit: 20, x2 applies dazed. Special 
Properties: Durable. (See page 47 for details on these 
properties). 

Laser. Ranged Weapon, Range: x10/x20. 4 Action Points. 
1d8 laser. Critical Hit: 20, x2, applies burning. Ammo: 
Fusion cell, 30 rounds. Special Properties: Durable. 
Semi-Automatic. (See page 56 for details on these 
properties). 

Defibrillator. Unarmed Attack. 6 AP. 2d8 electricity 
damage. Critical Hit: 20, 1d8. Special Properties: Durable, 
Revitalizing. (See page 47 for details on these properties). 
Cryo Spray. Ranged Weapon, 20 ft. cone. 5 AP. 2d4 cold. 
Ammo: Cryo cell, 3 rounds. Special Properties: Area of 
Effect, Durable, Freezing, Slow. (See page 56 for details 
on these properties). 

Nail Gun. Ranged Weapon, Range: x3/x10. 6 AP. 1 
piercing per attack. Critical Hit: 20, 10 piercing. Ammo: 
Nails, 90 rounds. Special Properties: Automatic: 2. 
Durable (See page 56 for details on these properties). 


Robobrain. 

“The Robobrain was designed from the ground up as a 
multirole platform for use by military and civilian clients. 
They are more flexible and powerful than robots due to the 
fact that their central control and processing unit is an 
actual brain, rather than an artificial facsimile. Coupled 
with a robust, all-terrain tracked chassis and powerful 
armaments, the Robobrain was on the forefront of a new 
revolution in combat robotics.” 


- Excerpt from the “Robobrain” page written on the 
Eallout Fandom Wiki. 


Limbs and Targeted Attacks. Robobrains have a 
humanoid shape and appendages. You have two arms, 
two hands, a head, and a torso. However, you do not have 
legs, feet, eyes, or a groin that can be targeted by normal 
targeted attacks or severed. Instead, creatures can target 
your all terrain rollers. The rollers function exactly the 
same as a targeted attack to the legs except they cannot 
be severed. 

All Terrain Rollers. You do not have to spend extra 
AP to move through difficult terrain. 

NeuroTransmitters. You are vulnerable to electricity 
damage. Additionally, when you take damage from a 
targeted attack to the head; you gain two conditions 
instead of one. 


Super mutant 

“Never really hated humans. We just had a better way. 

These new governments, they think they've got all the 

answers. Blah, blah. Been there, seen that, got the scars.” 
- Marcus. 


“Super mutants are genetically enhanced humans who 
were created to be superior in every way to a typical 
human. Originally planned to be super soldiers, the first 
Super mutants were created by exposure to the Forced 
Evolutionary Virus II from the vats of the Mariposa Military 
Base in California. Other strains of Super mutants are 
found throughout the wasteland created from various 
sources, often varying in size and intelligence. Regardless 
of their origin, all Super mutants were created by way of 
the Forced Evolutionary Virus having mutated from 
humans. With the creation of the FEV-II strain, scientists 
were able to create powerful super-soldiers, exhibiting 
superior physical prowess, resistance to combat damage, 
aging, and disease, as well as a negligible loss of 
intelligence and inevitable infertility. 


People who were turned into mutants via would have their 
skin turn a shade of green, yellow, or olive with their entire 
body growing huge with more muscle mass being added 
by the Virus. But those who were turned into mutants had 
only fleeting memories of their human lives. They could 
not breed, as the FEV turned them sterile, thus limiting the 
generations of mutants. A strain of mutants known as 
night-kin had their skin change to a gray-purple color after 
long exposure to stealth boys.” 


- Excerpt from the “Super Mutant” page written on 
the Fallout Fandom Wiki. 


Age. Super mutants are nearly immortal, their lifespan 
is unknown. Some have lived for hundreds of years. 

Size. Super mutants rarely vary in height and build, but 
they can range from 7 to 9 feet in height. Your size is 
Medium. Due to the specifics required for it, you cannot 
use power armor unless it is specifically modded to your 
body type. 

Evolution. You cannot gain levels of radiation and you 
are immune to radiation damage. Additionally, you gain no 
Irradiated levels from consuming food or water. 

Superior Strength. Due to your increased mass in 
muscle, your Strength score increases by 1 and cannot be 
lower than 6. Additionally your Carry Load is increased by 
40. 

Mass Exertion. The amount of required food and 
water you need each day with gaining levels of hunger 
and dehydration is doubled. 
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Bulky. Super mutants have many advantages but 
precision does not come easy, whenever your weapons or 
armor would gain a level of decay, they gain an additional 
one. 


Variant Super mutant Traits. 

If your GM allows it, you can optionally start with one of 
these variant abilities which replaces the Superior 
Strength trait. 


Defective Strain. Due to the various types of 
experimentation performed on many humans, when you 
became a Super mutant; your body was empowered but 
your mind weakened. Your Strength and Endurance ability 
scores both increase by 2 and your Carry Load is 
increased by 40. However, your Intelligence ability score is 
reduced by 2 and cannot be raised higher than a 3. 


Nightkin. Nightkin once served in the Master’s army, 
but now wanders the wasteland. They very often suffer 
from severe psychological damage, caused by prolonged 
Stealth Boy use. Your Strength score increases by 1 and 
cannot be lower than 6. Additionally your Carry Load is 
increased by 40. You also gain an ability called Stealth 
field. You can spend 3 action points on your turn to turn 
you and everything you are carrying invisible. This ability 
lasts for 1 minute. Each time you use this ability after the 
first use each day, your Perception ability score 
temporarily decreases by 1 for 24 hours (to a minimum of 
1). Your Perception ability score being decreased in this 
way does not limit you in using or choosing perks that 
have a Perception ability score requirement. (For quick 
reference, your Perception score affects your Breach, 
Energy Weapons, Explosive, and Medicine skill checks. 
As well as your Combat Sequence bonus and range with 
weapons). 


Backgrounds 


‘It's a big world out there, full of all sorts of people. What 
about you? What kind of person are you going to be?” 
- James. 


Every story has a beginning. Your character’s background 
reveals where you came from and your place in the world. 


Custom Background 

Skills: +2 to three different skills. 

If you'd like to instead craft your own background within 
the post-apocalypse, choose this option for your 
background instead of the ones listed below. 

Starting Equipment: You can choose any background’s 
starting equipment, or you can choose your own items at 
your GM’s discretion with a budget of 850 caps. 


Cultist 

Skills: +2 to Melee Weapons, Speech, and Sneak. 
Trait: The Sight Beyond 

Whether you were born into this life or these people 
brought hope to you when you hit rock bottom. You are in 
service to a group of followers who zealously recruit all 
they can find into their doctrine. This new world, born of 
fire, is a gift. Only now that this world has been cleansed 
can the truth be seen. You now wander the wastes looking 
for signs and awaiting orders from the great beyond. 
Starting Equipment. 

¢ Human Cultist 

x1 cloth armor (with a rank 1 lead lined upgrade), x1 knife, x1 
bolt-action pipe pistol, x15 9mm bullets, x1 backpack, x1 chain, 
x3 cram, x1 diluted RadAway, x1 Rad-X, x1 healing powder, x3 
dirty water, x1 purified water, and x50 caps. 

¢ Ghoul or Super Mutant Cultist 

x1 leather armor, x1 knife, x1 bolt-action pipe pistol, x15 9mm 
bullets, x1 backpack, x1 chain, x3 cram, x4 dirty water, x1 
stimpak, x1 diluted stimpak, and x50 caps. 

* Gen-2 Synth Cultist 

x1 leather armor, x1 knife, x1 bolt-action pipe pistol, x15 9mm 
bullets, x1 backpack, x1 chain, x1 diluted stimpak, x1 RobCo 
Quick Fix-it 1.0, x1 overclock hardware, x1 cache clearer, and 
x50 caps. 

* Robot Cultist 

x1 leather armor, x1 knife, x1 bolt-action pipe pistol, x15 9mm 
bullets, x1 backpack, x1 chain, x2 RobCo Quick Fix-it 1.0, x1 
overclock hardware, x1 cache clearer, and x50 caps. 
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Doctor 

Skills: +2 to Breach, Medicine, and Science. 

Trait: Do No Harm 

At a young age you’ve always wanted to help others. 
You’ve learned how to have a steady hand and to be calm 
under pressure from old world books and other 
experienced doctors. Work is hard, you see little breaks, 
and people are desperate. You wander the wasteland in 
search of others to help, or the caps they provide. 
Starting Equipment. 

¢ Human, Ghoul, or Super Mutant Doctor 

x1 cloth armor, x1 knife with four levels of decay, x1 syringer, x2 
stimpak loader syringes, x1 lock joint syringe, x1 backpack, x1 
first aid kit, x2 diluted stimpaks, x1 diluted RadAway, x1 Rad-x, 
x1 healing powder, a sleeping bag, one person tent, x1 noodle 
cup, X1 instamash, x2 purified water, and x50 caps. 

* Gen-2 Synth or Robot Doctor 

x1 cloth armor, x1 knife with four levels of decay, x1 syringer, x2 
stimpak loader syringes, x1 lock joint syringe, x1 backpack, x1 
first aid kit, x2 RobCo Quick Fix-it 1.0, x2 RobCo Quick Fix-it 2.0, 
x1 diluted RadAway, x1 Rad-X, x2 healing powder, and x50 
caps. 


Drifter 

Skills: +2 to Breach, Sneak, and Unarmed. 

Trait: Street Rat 

Born into this rotten world and treated like less than dirt, 
you've wandered from city to city, shelter to shelter, trying 
to stay alive. The only friends you’ve had are thieves, 
beggars, or worse. You’ve never known riches and you 
only survive off the backs of others. Everything you own 
has its own story on how you claimed it. Things are going 
to change now, you take a hold of your life for the first time 
to make things right. 

Starting Equipment. 

¢ Human, Ghoul, or Super Mutant Drifter 

x1 cloth armor, x1 shiv, x1 pipe pistol with two levels of decay, 
x15 9mm bullets, x1 backpack, x5 canned dog food, x1 iguana 
on a stick, x2 healing powder, x4 dirty water, x2 purified water, x1 
lockpicks, x1 one person tent, x1 sleeping bag, x1 whiskey, x1 
fixer, x2 jet, x3 cigarettes, x1 psycho, x1 coffee and x50 caps. 

* Gen-2 Synth or Robot Drifter 

x1 cloth armor, x1 shiv, x1 pipe pistol with two levels of decay, 
x15 9mm bullets, x1 backpack, x1 lockpicks, x2 RobCo Quick 
Fix-it 1.0, x2 overclock hardware, x2 cache clearer, x1 military 
auto-tank Al upload, x1 flashlight, x1 energy cell, x1 jLa 
Fantoma! skill magazine and x50 caps. 


Entertainer 

Skills: +2 to Barter, Speech, and Intimidation. 

Trait: A Moment of Respite 

Talented since you were young, you marvel wastelanders 
with your exceptional ability to perform. This life doesn’t 
come easy though. You’ve been extorted, swindled, 
targeted, and been made a fool more than once. When 
you're a star, everyone wants to glimmer just as bright. 
You're wandering the wasteland looking for the next gig, or 
maybe you want to keep your talents on hold for now. 
Starting Equipment. 

* Human, Ghoul, or Super Mutant Entertainer 

x1 cloth armor, x1 switchblade, x1 10mm pistol with three levels 
of decay, x10 10mm ammo, x1 backpack, x2 dynamite, x3 flares, 
x3 salisbury steak, x1 desert salad, x1 nuka-cola, x1 dirty 
wastelander, x1 healing powder, x1 stimpak, x2 purified water, 
and x50 caps. 

* Gen-2 Synth or Robot Entertainer 

x1 cloth armor, x1 switchblade, x1 10mm pistol with two levels of 
decay, x20 10mm bullets, x1 backpack, x2 dynamite, x3 flares, 
x2 RobCo Quick Flx-it 2.0, and x50 caps. 


Farmer 

Skills: +2 to Crafting, Intimidation, and Survival. 

Trait: Hardened by the Earth 

Born on a wide swath of land, or inherited by family, or 
gifted by some rich benefactor. You only know your life to 
be working the land to bring one of the most valuable 
resources in the wasteland, food. You know how to cook, 
what kind of creatures taste the best, and how to fix up 
just about anything. Being this savvy in the wasteland 
often draws eyes, and you’ve seen your share of those 
who will do anything to take what you have built. Either 
something has befallen your crop, your animals have gone 
sick, or one of those desperate folks finally torched your 
home. Either way, you’re wandering the wasteland to 
rebuild or repair your farm. 

Starting Equipment. 

¢« Human, Ghoul or Super Mutant Farmer. 

x1 cloth armor, x1 pitchfork with five levels of decay, x1 single 
shotgun with three levels of decay, x8 12 gauge ammo, x1 
backpack, x1 healing powder, x5 potatoes, x5 tomatoes, x5 
mutfruit, x4 purified water, and x50 caps. 

* Gen-2 Synth or Robot Farmer 

x1 cloth armor, x1 pitchfork with five levels of decay, x1 sickle, x1 
single shotgun with three levels of decay, x8 12 gauge ammo, x1 
backpack, x1 RobCo Quick Fix-It, x2 potatoes, x2 tomatoes, x1 
mutfruit, and x50 caps. 
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Guard 

Skills: +2 to Guns, Speech, and Melee Weapons 

Trait: Vigilant Watch 

“It’s an easy job”, you remember hearing from some of 
your friends. Then you remember the countless ghouls 
you've had to incinerate, or the sting in your eyes as you 
kept watch at dawn, or the family’s you’ve had to turn 
away from safety. You were trained to keep those who 
were paying you safe. Working alongside a team who had 
your back in the toughest of situations. But you’ve since 
left your job, putting your skills to use in the wasteland. 
Starting Equipment. 

¢« Human, Ghoul or Super Mutant Farmer. 

x1 metal armor with one level of decay 225, x1 police baton with 
two levels of decay 84, x1 9mm pistol 200, x20 9mm ammo 40, 
x10 9mm rubber ammo 10c, x1 backpack 20, x1 sleeping bag 
20, x1 one person tent 25, x1 binoculars 25c, x1 diluted stimpak 
40, x3 purified water 60, x2 pork n’ beans 10c, x1 coffee 15c, x2 
donuts 16, and x50 caps. 

* Gen-2 Synth or Robot Farmer 

x1 metal armor with one level of decay, x1 police baton with two 
levels of decay, x1 9mm pistol 200, x35 9mm ammo, x20 9mm 
rubber ammo, x1 backpack, x1 binoculars, x2 RobCo Quick 
Fix-it, x1 Milsurp Review magazine, x1 cache clearer, and x50 
caps. 


Hermit 

Skills: +2 to Explosives, Medicine, and Survival 

Trait: Recluse 

Whether by choice or exile, you have lived most of your 
life in the middle of the wasteland far from any civilization. 
You've learned how to keep the only one who matters 
alive, you. Building traps, memorizing the land, and 
surviving at the edge of the world. You’ve seen creatures 
and phenomena that no one would believe. You've finally 
set off from your reclusivity to ensure what you've learned 
doesn’t die with you. 

Starting Equipment. 

* Human Hermit 

x1 multilayered armor with two levels of decay, x1 sharpened 
pole, x2 dynamite, x1 backpack, x1 sleeping bag, x1 one person 
tent, x1 bear trap, x1 mutt chops, x1 gecko steak, x1 diluted 
RadAway, x3 healing powder, x1 first aid kit, x1 purified water, x2 
dirty water, and x50 caps. 

* Ghoul or Super Mutant Hermit 

x1 multilayered armor with two levels of decay, x1 sharpened 
pole, x2 dynamite, x1 backpack, x1 sleeping bag, x1 one person 
tent, x1 bear trap, x1 mutt chops, x1 gecko steak, x1 iguana on a 
stick, x4 healing powder, x1 first aid kit, x4 dirty water, and x50 
caps. 

* Gen-2 Synth or Robot Hermit 

x1 multilayered armor, x1 sharpened pole with the strengthened 
upgrade, x3 dynamite, x1 backpack, x1 bear trap, x2 RobCo 
Quick Fix-it 2.0 and x50 caps. 


Journalist 

Skills: +2 to Breach, Speech, and Sneak 

Trait: Persistent 

While many see the career of a reporter to be something 
of a relic from the old world, you couldn’t disagree more. 
The truth is important in the wasteland, this world still has 
its fair share of people who are competing to survive. And 
in major cities, there are many of these people who would 
profit off the backs of others or let history fade into 
obscurity. It’s your job and purpose to see that the people 
of the wasteland are properly informed, even if you have 
to break a few laws to get to that truth. But lately you 
haven't been seeing much action. You’re venturing into the 
wastes to find the perfect story. 

Starting Equipment. 

¢ Human Journalist 

x1 cloth armor, x1 switchblade, x1 9mm pistol with three levels of 
decay, x13 9mm bullets, x1 backpack, x1 flashlight, x1 energy 
cell 30, x1 bandolier, x1 lockpicks, x3 cram, x1 diluted RadAway, 
x1 Rad-X, x1 diluted stimpak, x3 purified water, and x50 caps. 

¢ Ghoul or Super Mutant Journalist 

x1 cloth armor, x1 switchblade, x1 9mm pistol with three levels of 
decay, x13 9mm bullets, x1 backpack, x1 flashlight, x1 energy 
cell, x1 bandolier, x1 lockpicks, x3 cram, x1 diluted stimpak, x1 
calmex, x3 purified water, and x50 caps. 

* Gen-2 Synth or Robot Journalist 

x1 cloth armor, x1 switchblade, x1 9mm pistol with two levels of 
decay, x26 9mm bullets, x1 backpack, x1 flashlight, x1 energy 
cell, x1 bandolier, x1 lockpicks, x1 RobCo Quick Fix-it 1.0, x1 
coolant rerouter, and x50 caps. 
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Laborer 

Skills: +2 to Crafting, Speech, and Melee Weapons. 
Trait: Long Days, Long Nights 

Long days, good pay. In the early days your body ached 
each time you’d come home. But now you’ve grown 
accustomed to the hard labor you’ve done day in and day 
out. Whether you moved belongings, rebuilt houses, 
planted seeds, delivered water, etc. You’ve helped others 
and helped yourself with honest work. But jobs have run 
short, and you’ve now turned to wandering the wasteland 
in search of better fortune. 

Starting Equipment. 

¢ Human or Super Mutant Laborer 

x1 cloth armor, x1 crowbar, x1 pipe pistol with two levels of 
decay, x10 9mm bullets, x1 backpack, x1 canteen, x1 rope, x1 
sleeping bag, x1 one person tent, x1 potato crisps, x2 instamash, 
x1 radstag stew, x2 purified water, x2 healing powder, and x50 
caps. 

¢ Ghoul Laborer 

x1 cloth armor, x1 crowbar, x1 pipe pistol with two levels of 
decay, x10 9mm bullets, x1 backpack, x1 canteen, x1 rope, x1 
sleeping bag, x1 one person tent, x1 potato crisps, x2 instamash, 
x1 radstag stew, x4 dirty water, x1 stimpak, and x50 caps. 

* Gen-2 Synth or Robot Laborer 

x1 cloth armor, x1 crowbar, x1 pipe pistol with two levels of 
decay, x10 9mm bullets, x1 backpack, x1 rope, x1 flashlight, x1 
energy cell, x1 RobCo Quick Fix-it 2.0, and x50 caps. 


Mechanic 

Skills: +2 to Crafting, Guns, and Science. 

Trait: Proper Maintenance 

In a broken world, you're one of the few strands holding it 
together. Fixing things is your speciality, and since you 
were young you've always been fascinated with how 
things work. Especially the mysteries of technology from 
the old war. You’ve oiled countless guns, tightened 
triggers, scrapped old pieces for new ones, and used 
metric tons of duct tape. You figure your skills could be 
best used out in the wasteland. 

Starting Equipment. 

¢« Human, Ghoul, or Super Mutant Mechanic 

x1 cloth armor, x1 wrench, x1 pipe revolver, x10 .44 bullets, x1 
backpack, x1 bandolier, x1 canteen, x1 rope, x1 sleeping bag, x1 
one person tent, x3 cram, x3 purified water, x1 weapon repair kit, 
and x50 caps. 

* Gen-2 Synth or Robot Laborer 

x1 cloth armor, x1 wrench, x1 pipe revolver, x15 .44 bullets, x1 
backpack, x1 bandolier, x1 rope, x1 RobCo Quick Fix-it 1.0, x2 
weapon repair kit, and x50 caps. 


Mercenary 

Skills: +2 to Guns, Melee Weapons, and Survival. 

Trait: Sweeten the Deal 

To look tough you’ve got to act tough. Your name has 
gone down in reputation as a reliable protector. You’ve 
walked hundreds of miles guarding caravan and sniped 
down countless ghouls and radscorpions. It’s dangerous 
work, and many have tried to cheat you. But few live to tell 
the tale. 

Starting Equipment. 

¢« Human, Ghoul, or Super Mutant Mercenary. 

x1 leather armor, x1 combat knife with two levels of decay, x1 
trail carbine with two levels of decay, x10 .44 bullets, x1 
backpack, x2 cram, x1 sleeping bag, x1 one person tent, x1 
diluted stimpak, x1 purified water, and x50 caps. 

* Gen-2 Synth or Robot Mercenary. 

x1 leather armor, x1 combat knife with two levels of decay, x1 
trail carbine with two levels of decay, x12 .44 bullets, x1 
backpack, x1 RobCo Quick Fix-it 1.0, x1 RobCo Quick Fix-it 2.0, 
and x50 caps. 


Pastor 

Skills: +2 to Barter, Intimidation, and Speech. 

Trait: Embolden 

Born into the church you’ve brought hope and sanctity to 
many who were lost in the darkness. Your words of 
encouragement have brought many into your circle and 
you’ve crafted a small community of believers who hope to 
shape the world and themselves into a better place, 
whatever they believe in. Even still, you’ve seen your fair 
share of skeptics, some even hostile. You’ve learned to 
accept their criticisms and always front your belief, but 
never to let it waver you. You’re wandering the wasteland 
now in search of other believers, or proof of your higher 
powers’ existence. 

¢ Human, Ghoul, or Super Mutant Pastor 

x1 cloth armor, x1 single shotgun with three levels of decay, x8 
12 gauge ammo, x1 backpack, x1 sleeping bag, x1 one person 
tent, x3 pork ‘n beans, x1 donut, x1 coffee, x3 purified water, x1 
first aid kit, x3 healing powder, and x50 caps. 

* Robot or Gen-2 Synth Pastor 

x1 cloth armor, x1 single shotgun with two levels of decay, x8 12 
gauge ammo, x1 backpack, x1 flashlight, x1 energy cell, x1 first 
aid kit, x1 RobCo Quick Fix-it 2.0, and x50 caps. 
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Pilgrim 

Skills: +2 to Energy Weapons, Sneak, and Survival. 
Trait: Long Roads 

Your home was compromised, whether by a powerful 
faction, ghouls, or raiders. You, and your family, have 
made a long journey across the wasteland to find a new 
home. Using everything you can to survive, even the old 
world weapons you’ve kept in your family’s lineage. But 
your people have now scattered, and it’s up to you to find 
them or a new home to settle. 

Starting Equipment. 

¢ Human Pilgrim 

x1 leather armor with the light upgrade, x1 sharpened pole, x1 
laser rifle with five levels of decay, x1 energy cell, x1 backpack, 
x1 sleeping bag, x1 one person tent, x2 mutfruit, x2 apples, x1 
vegetable soup, x2 purified water, x1 healing powder, and x50 
caps. 

* Ghoul or Super Mutant Pilgrim 

x1 leather armor with the light upgrade, x1 sharpened pole, x1 
laser rifle with five levels of decay, x1 energy cell, x1 backpack, 
x1 sleeping bag, x1 one person tent, x2 mutfruit, x2 apples, x1 
vegetable soup, x3 dirty water, x1 nuka-cola, x1 diluted stimpak, 
and x50 caps. 

* Gen-2 Synth or Robot Pilgrim 

x1 leather armor with the light upgrade, x1 sharpened pole, x1 
laser rifle with five levels of decay, x1 energy cell, x1 backpack, 
x1 bandolier, x1 binoculars, x1 grappling hook, x1 rope, RobCo 
Quick Fix-it 1.0, and x50 caps. 


Pit Fighter 

Skills: +2 to Barter, Melee, and Unarmed. 

Trait: Endure the Battle 

It takes a lot to get back up and keep going, but it’s all 
you’ve known. Wastelanders place their hard earned caps 
on your ability to fight, that burden fuels your every punch. 
You've taken down many competitors, and have felt the 
bitter taste of defeat but it only ever makes your victory 
that much sweeter. However, something has happened to 
your establishment. And now you must wander the wastes 
with your skills to find a new purpose in life. 

Starting Equipment. 

* Human Ghoul or Super Mutant Pit Fighter 

x1 lead pipe with two levels of decay, x1 brass knuckles, x1 
spiked knuckles, x1 bandolier, x1 ball bearings, x1 sleeping bag, 
x1 one person tent, x3 cram, x1 vodka, x3 healing powder, x3 
purified water, x1 diluted stimpak, and x50 caps. 

* Gen 2 Synth or Robot Cultist 

x1 metal armor with one level of decay, x1 lead pipe with two 
levels of decay, x1 brass knuckles, x1 spiked knuckles, x1 
bandolier, x1 ball bearings, x1 RobCo Quick Fix-it 2.0, and x50 
caps. 


Scientist 

Skills: +2 to Energy Weapons, Breach, and Science. 
Trait: Field Research 

Scouring old world books, crafting theories, using 
knowledge to help rebuild civilization is your life’s work. 
You've successfully predicted outcomes from natural 
events and creatures to better help your community to 
understand the world outside. But you’ve learned what 
you needed, and now to properly fuel your curiosity; it’s 
time for field research! 

Starting Equipment. 

¢ Human, Ghoul, or Super Mutant Scientist 

x1 cloth armor, x1 laser pistol, x2 energy cell, x1 backpack, x1 
sleeping bag, x1 one person tent, x3 cram, x2 purified water, x1 
diluted RadAway, x1 Rad-X, x1 stimpak, and x50 caps. 

* Gen-2 Synth or Robot Scientist 

x1 cloth armor, x1 laser pistol, x2 energy cell, x1 backpack, x2 
RobCo Quick Fix-it 2.0, x1 Programmer's Digest magazine, x1 
data scrubber, and x50 caps. 


Scribe 

Skills: +2 to Crafting, Energy Weapons, and Medicine. 
Trait: Wasteland Knowledge 

What they don’t tell you about being a book organizer is 
the faster you do it, the more time you get to read. You’ve 
spent countless hours organizing a trove of information 
that you wish you could share with the entire world. The 
accumulation of knowledge from these texts could better 
the world if raiders would stop to read a chapter. You’re 
venturing into the wasteland to share your knowledge, or 
to find more to add to your collection. 

Starting Equipment. 

¢ Human, Ghoul, or Super Mutant Scientist 

x1 cloth armor, x1 laser pistol, x2 energy cell, x1 backpack, x1 
sleeping bag, x1 one person tent, x3 cram, x2 purified water, x1 
diluted RadAway, x1 Rad-X, x1 stimpak, and x50 caps. 

* Gen-2 Synth or Robot Scientist 

x1 cloth armor, x1 laser pistol, x2 energy cell, x1 backpack, x2 
RobCo Quick Fix-it 2.0, x1 Programmer's Digest magazine, x1 
data scrubber, and x50 caps. 


18 


Soldier 

Skills: +2 to Explosives, Guns, and Medicine. 

Trait: Efficient Combatant 

Ever since you were young you looked up to those who 
protected your home. Now you've joined the ranks to 
protect others. Following orders is your duty to your 
people and your fellow soldiers. You’ve been sent on 
scouting missions, you’ve guarded outposts, and you’ve 
also seen the horrors of warfare. You’ve obeyed orders to 
the end, even if you didn’t agree with them. Your term is 
up, and you’re thinking of putting these skills to use in the 
wasteland. 

Starting Equipment. 

* Human, Ghoul, or Super Mutant Soldier. 

x1 leather armor, x1 combat knife with two levels of decay, x1 
trail carbine with two levels of decay, x10 .44 bullets, x1 
backpack, x2 cram, x1 sleeping bag, x1 one person tent, x1 
diluted stimpak, x1 purified water, and x50 caps. 

* Gen-2 Synth or Robot Soldier. 

x1 leather armor, x1 combat knife with two levels of decay, x1 
trail carbine with two levels of decay, x12 .44 bullets, x1 
backpack, x1 RobCo Quick Fix-it 1.0, x1 RobCo Quick Fix-it 2.0, 
and x50 caps. 


Trader 

Skills: +2 to Barter, Speech, and Intimidation. 

Trait: Bargaining Chip 

Everyone needs something. You’re a gatherer of valuables 
that you’ve brought to many cities across the wasteland. 
You've signed deals, bartered caps, and made your 
customers happy. At the end of the day what matters most 
is your reputation, and all the caps you’ve made. But your 
stock has run low, it’s time to set out again to make all that 
money back again. 

Starting Equipment. 

* Human, Ghoul, or Super Mutant Trader 

x1 cloth armor, x1 shiv, x1 pipe pistol with two levels of decay, 
x15 9mm bullets, x1 backpack, x5 canned dog food, x1 iguana 
on a stick, x2 healing powder, x4 dirty water, x2 purified water, x1 
lockpicks, x1 one person tent, x1 sleeping bag, x1 whiskey, x1 
fixer, x2 jet, x3 cigarettes, x1 psycho, x1 coffee and x50 caps. 

* Gen-2 Synth or Robot Trader 

x1 cloth armor, x1 shiv, x1 pipe pistol with two levels of decay, 
x15 9mm bullets, x1 backpack, x1 lockpicks, x2 RobCo Quick 
Fix-it 1.0, x2 overclock hardware, x2 cache clearer, x1 military 
auto-tank Al upload, x1 flashlight, x1 energy cell, x1 jLa 
Fantoma! skill magazine and x50 caps. 


Vault Dweller 

Skills: +2 to Medicine, Speech, and Science. 

Trait: Talented 

For all your life you’ve only known the cold steel walls of a 
deep underground vault. Everyone wears blue-yellow 
jumpsuits, wears a pip-boy, and fears the outside. Many of 
the vaults host some sort of experiment or simulation that 
torments those inside. However, yours either didn’t have 
one, or it was so subtle you never realized. But all of that 
changed when you finally stepped foot outside. The world 
was never what you thought, the people are different, and 
it’s larger than you could ever imagine. 

Starting Equipment. The starting equipment in this 
background grants powerful unique items, consult with 
your GM before you take these items. 

¢ Human, Ghoul, or Super Mutant Vault Dweller 

x1 vault suit, x1 10mm pistol, x10 10mm ammo, x1 backpack, x1 
sleeping bag, x1 one person tent, x1 canteen, x1 weapon repair 
kit, x1 pip-boy (any), x1 BlamCo Mac & Cheese, x1 Salisbury 
Steak, Yum Yum Deviled Eggs, x1 coffee, x4 purified water, x1 
stimpak. 

* Gen-2 Synth or Robot Vault Dweller 

x1 vault suit, x1 laser pistol, x2 energy cell, x1 backpack, x1 
pip-boy (any), x2 RobCo Quick Fix-it 2.0, x1 Programmer's 
Digest magazine, x1 data scrubber, and x50 caps. 
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Wastelander 

Skills: +2 to Guns, Survival, and Unarmed. 

Trait: Adventurers Instinct 

All you’ve ever needed was what's on your back. You’ve 
traveled far and wide across the wasteland, trading, 
meeting folks, and moving on. You’ve killed raiders, 
explored abandoned ruins, and crossed paths with 
soldiers. But you’re as impactful to this world as a 
tumbleweed in the desert, but all of that is about to 
change. 

Starting Equipment. 

¢« Human Wastelander 

x1 leather armor, x1 sharpened pole, x1 10mm pistol, x10 10mm 
ammo, x1 backpack, x1 sleeping bag, x1 one person tent, x2 
mutfruit, x2 apples, x1 vegetable soup, x2 purified water, x1 
healing powder, and x50 caps. 

¢ Ghoul or Super Mutant Wastelander 

x1 leather armor, x1 sharpened pole, x1 10mm pistol, x10 10mm 
ammo, x1 backpack, x1 sleeping bag, x1 one person tent, x2 
mutfruit, x2 apples, x1 vegetable soup, x3 dirty water, x1 
nuka-cola, x1 diluted stimpak, and x50 caps. 

* Gen-2 Synth or Robot Wastelander 

x1 leather armor, x1 sharpened pole, x1 10mm pistol, x10 10mm 
ammo, x1 backpack, x1 bandolier, x1 binoculars, x1 grappling 
hook, x1 rope, RobCo Quick Fix-it 1.0, and x50 caps. 


Ability Scores and Skills 


“You know, | tried to measure my Charisma on a 
Vit-o-Matic Vigor Tester once. The machine burst into 
flames.” 

- Mr. New Vegas. 


Seven abilities provide a quick description of every 
creature’s physical and mental characteristics. The three 
main rolls of the game—the ability check, the skill roll, and 
the attack roll—rely on the seven ability scores. 

Ability Scores. Each of a creature’s abilities has a 
score, a number that defines the magnitude of that ability. 
An ability score is not just a measure of innate capabilities, 
but also encompasses a creature’s training and 
competence in activities related to that ability. A score of 5 
is the typical human average, but wastelanders and many 
creatures are a cut above average in most abilities. 
Characters can have scores as high as 10, and monsters 
can have scores as high as 20. Each ability also has a 
modifier, derived from the score and ranging from —4 (for 
an ability score of 1) to +5 (for a score of 10). The Ability 
Scores and Modifiers table notes the ability modifiers for 
the range of possible ability scores, from 1 to 10. Your 
character dies if any of their ability scores are ever equal 
to 0. 


Score Modifier 


1 


Skill Checks. A skill check tests a creature’s innate 
talent and training in an effort to overcome a challenge. 
The GM calls for a skill check when a creature attempts to 
do something that has a chance of failure. When the 
outcome is uncertain, the dice determine the results. For 
every skill check, the GM decides which skill is relevant to 
the task at hand and the difficulty of the task, represented 
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by a Difficulty Class (DC). The more difficult a task, the 
higher its DC. The Typical Difficulty Classes table shows 
the most common DCs. If the total equals or exceeds the 
DC, the skill check is a success—the creature overcomes 
the challenge at hand. Otherwise, it’s a failure, which 
means the creature makes no progress toward the 
objective or makes progress combined with a setback 
determined by the GM. 
Note: For GM’s, A good indicator on whether or 
not you should have a character roll a skill check 
is to ask yourself, “Is there at least a 20% chance 
of failure?” If so, then have a character roll with 
the DC being “very easy”. Anything below this is 
extremely monotonous to roll for and can make 
the characters feel like they aren't good at 
anything if they continuously fail. Better to let them 
automatically succeed at anything that falls below 
the “20% line”. However;"Extremely small chance 
of failure” is the only exception, use this sparingly. 


Task Difficulty 


Extremely small chance | 1 
of failure 


Very Easy 
Easy 
Medium 12 


Hard 6 


Very Hard 0 


Nearly Impossible 2 


Extremely small chance | 30 
of success 


Barter (Charisma) 

Breach (Perception or Intelligence) 
Crafting (Intelligence) 

Energy Weapons (Perception) 
Explosives (Perception) 

Guns (Agility) 

Intimidation (Strength or Charisma) 
Medicine (Perception or Intelligence) 
Melee Weapons (Strength) 
Science (Intelligence) 

Sneak (Agility) 

Speech (Charisma) 

Survival (Endurance) 

Unarmed (Strength) 


Ability Scores at 1st Level. At 1st level each of your 
ability scores starts is equal to 5. You gain 3 points which 
you can use to increase any ability score equal to the 
points used. You can also decrease any ability score to 
gain extra points equal to the amount decreased. You can 
have a maximum of 10 in an ability score, and a minimum 
of 1. If your ability scores ever fall below 1, your character 
dies. 

Ability Scores modifiers. Once you have assigned 
your ability scores, determine your modifier to each ability 
(which is noted with a + or -). Your modifier is equal to 5 
minus your score. Example; if you have a 7 in Luck and a 
3 in Strength, your Luck modifier is +2 and your Strength 
modifier is -2. 

Skills at 1st Level. When you choose your 
Background, three different skill modifiers are increased 
by 2. Each skill has an associated ability score (SPECIAL) 
which modifies your bonus to any d20 roll you make with 
it. 

Passive SPECIAL abilities. Each ability score has a 
passive ability that it affects within your character and on 
your character sheet. Be sure to read each ability and 
adjust the passive abilities listed underneath them. 
Example: Your Luck score affects all your skills. If you 
have a +2 modifier in Luck, all your skills gain a +1. 


Strength 
“| guess that explains how you're still alive. You're built 
solid as an oak.” 

- Doc Mitchell 


Raw physical power. A high Strength increases your hit 
and damage with melee weapons and unarmed attacks. 
It’s also a great scare tactic against anyone. But most 
importantly, Strength measures your ability to handle any 
weapon and carry your equipment across the wasteland. 
All weapons have a Strength requirement, and if you fail to 
meet it you'll have disadvantage to all your attack rolls with 
the weapon. If you have a low Strength, opt for lighter 
weapons. Having a low Strength will also significantly 
reduce your Carry Load, but a high one will allow you to 
carry lots of stuff. 


Carry Load. Your Carry Load is a measurement of how 
much your character can physically carry. It is a mixture of 
weight and space. Your maximum Carry Load is equal to 
your Strength Score x 10. If you are carrying more than 
your maximum Carry Load, you gain the encumbered 
condition. If you are carrying more than double your 
maximum Carry Load, you gain the heavily encumbered 
condition. 

Intimidation (skill). The Intimidation skill measures 
how physically daunting you are, your ability to frighten 
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others, or even make them re-evaluate confronting you. 
You can optionally choose for your Intimidation skill to be 
modified by your Strength modifier instead of Charisma. 

Melee Weapons (skill). The Melee Weapons skill 
measures your ability to chop, stab, or bludgeon with 
weapons such as knives, boards, nine-irons, or even 
chainsaws. When you make an attack roll with a melee 
weapon, you add your Melee Weapons skill bonus to the 
attack roll. 

Unarmed (skill). The Unarmed skill measures your 
ability to punch, strike, wrestle, kick, elbow, knee, or 
grapple other creatures. When you make an unarmed 
attack roll, you add your Unarmed skill bonus to the attack 
roll. Unarmed attack rolls deal 1d4 + your Strength or 
Agility modifier bludgeoning damage, they critically hit 
when you roll a 20 on the attack roll and deal extra 
damage equal to double the total amount of damage. 
Unarmed attacks can be non-lethal. 

Weapon Strength Requirement. All weapons have a 
Strength requirement listed in the equipment tables. If you 
attack with a weapon and your Strength score is less or 
not equal to the Strength requirement, you have 
disadvantage on the attack roll. 


Perception 
“Stay sharp.” 
- Boone 


Your senses, your insight into others, your ability to notice, 
and your attention to detail. Your body can be strong or 
quick, but it’s nothing if you don’t take notice. Perception is 
also a measurement of how quick you can act under 
pressure. You'll act first in combat with a high perception, 
and heal others easier when you know what's important 
first. Damage and attack rolls with Energy Weapons are 
measured by Perception, as with their auto-aiming and 
wide beam-like capabilities, you only need to know where 
your target is to hit them. Perception also affects your 
range with all ranged weapons. A high Perception can 
allow you to shoot far, while a low one will decrease your 
range. 

Breach (skill). The Breach skill measures your ability 
to open locks, hack computers, disarm traps, or anything 
that lets you get to places you’re not supposed to. 
Whenever you make a Breach check, you can re-roll the 
check a number of times equal to your Luck modifier (up 
to GM’s discretion). You can optionally choose for your 
Breach skill to be modified by your Perception modifier 
instead of Intelligence. 

Combat Sequence. This ability measures how quickly 
you are to act in the round of combat. When combat 
begins, the GM will have every creature in the combat roll 
Combat Sequence. They then record the scores in 


descending order of highest roll to lowest roll. This 
determines the order of each creature during combat and 
who acts when. 

Energy Weapons (skill). The Energy Weapons skill 
measures your expertise in the use of technological 
weapons that shoot powerful lasers, flash arcs of 
electricity, fire superheated bolts of plasma, and even 
launch ammo with electromagnetic coils to accelerate 
projectiles at extreme velocities. When you make an 
attack roll with an energy weapon, you add your Energy 
Weapons skill bonus to the attack roll. 

Explosives (skill). The Explosives skill measures your 
know-how in arming, disarming, and overall handling of 
any explosive device. Whether that be a fragmentation 
grenade, C-4 explosive, molotov cocktail, plasma grenade, 
or smoke bomb. When you use your AP to arm and throw 
an explosive, roll a d20 and add your explosives skill 
bonus. If the total is a 1, the explosive detonates 
immediately before you throw it. If the total is a 2 or 3, the 
explosive is thrown half the distance and detonates at the 
start of your next turn. If the total is between 3 and 14, the 
explosive detonates at the start of your next turn. If the 
result is a 15 or higher, the explosive detonates at the end 
of your turn. When you use your AP to throw an explosive 
that has already been armed, roll an Explosives check. If 
the result is a 12 or below, the explosive is not thrown and 
explodes immediately. If the result is above an 13, the 
explosive detonates at the end of your turn. 

Medicine (skill). The Medicine skill measures your 
aptitude for accessing symptoms and properly treating 
them with care while under pressure. Knowledge of 
Medicine also allows you to craft chems. To craft most 
chem recipes, your Medicine skill must be equal to or 
more than its requirement. If you are within 5 feet of a 
creature with the bleeding condition, you can spend 6 AP, 
use 1 cloth junk item, and succeed a DC 15 Medicine skill 
check to end the condition. If another character is dying 
and has not failed all of their Death Saves, you can (at 
GM’s discretion) spend 6 AP to make a Medicine check 
with the DC being 10 + their failed Death Saves and - their 
successful Death Saves. On a success the creature gains 
1 hit point. You can optionally choose for your Medicine 
skill to be modified by your Perception modifier instead of 
Intelligence. 

Passive Sense. A measurement of your senses at all 
times. When you roll a Perception ability check, your 
character is actively trying to find something they may 
already be aware of. Creatures that sneak remain 
undetected if they roll higher than your passive sense 
score. Your passive sense score is equal to 12 + your 
Perception modifier. 

Weapon range. All ranged weapons have a range 
calculation listed in the ranged weapon tables. The range 


22 


lists two calculations for two numbers. This calculation is 
the listed number x your perception score. The first is the 
weapon's normal range in feet, and the second indicates 
the weapon's long range. When attacking a target beyond 
normal range, you have disadvantage on the attack roll. 
You can’t attack a target beyond the weapon’s long range. 


Endurance 
“| survived because the fire inside me burned brighter than 
the fire around me” 

- Joshua Graham 


Your physical toughness, your ability to hold out. 
Characters with high endurance often never give up. 
Gritting their teeth with their power of determination to 
survive. This allows you to know more about the hardships 
of the wasteland and how to use them to your best 
abilities. A high Endurance gives you more hit points 
allowing you to survive longer. Your Endurance also 
affects your Healing Rate and Radiation DC. Having a low 
Endurance will make you more susceptible to the negative 
effects of radiation and even gets you closer to death in 
the wasteland. 

Death Saves. When your character takes enough 
damage to reduce their hit points to 0, they gain the dying 
condition. When you gain the dying condition, you fall 
prone, your AP is reduced to 0, at the start of each of your 
turns you gain 4 AP, you recycle all of your unspent points 
at the start of your turn, and you cannot have more than 6 
AP during your turn. At the beginning of each of your 
turns, you can spend 2 AP to make a Death Save with a 
DC of 10. When you make a Death Save; you roll a d20 
and add your Luck or Endurance modifier, and you add 
your Party Nerve bonus. If you do not make a Death Save 
at the beginning of your turn, you automatically fail it. If 
you succeed 3 Death Saves, you gain 1 hit point. If you 
fail 3 Death Saves, you die. 

Healing Rate. Every creature has a Healing Rate 
which measures how many hit points you gain from a 
source that heals you. Your Healing Rate is equal to half 
of the total of: your level + your Endurance ability score. 
You heal a number of hit points equal to your Healing Rate 
whenever you rest for 8 hours, eat certain foods, use the 
First Aid perk, or if you’re not a robot; use a stimpak. 

Hit Points. Hit points represent a combination of 
physical and mental durability, perseverance, and the will 
to live. Creatures with more hit points are more difficult to 
kill. Those with fewer hit points are more fragile. At 1st 
level you have a total of 10 hit points + your Endurance 
modifier. Whenever you take damage from a source, and 
your stamina points are at 0, you subtract the damage 
from your hit points. When your hit points reach 0, you 
gain the dying condition (see page 1). You can regain a 


number of hit points equal to your healing rate after resting 
for 8 hours. Hit points can also be regained by using 
stimpaks or first aid kits. 

Radiation DC. |f your chosen race is Human, then you 
have a Radiation DC. Your Radiation DC is equal to 12 - 
your Endurance ability modifier. Radiation DC is a 
measurement of how much you can resist radiation before 
taking levels of Rads. Whenever your character enters or 
starts their turn for the first time in an Irradiated Zone you 
must roll a d20 roll against your Radiation DC. If you fail, 
you take 1 level of radiation (see page 97). If you succeed, 
your Radiation DC increases by 2 until you remove all 
your levels of Rads. All Irradiated Zones have a Radiation 
Severity Score that determines how often you must roll a 
d20 against your Radiation DC. Some Irradiated Zones 
are less dangerous than others and you may only roll 
every hour, some are more severe and you may roll every 
minute to every round. Unlike other checks, instead of 
adding any ability modifiers, your Endurance modifier is 
subtracted from your Radiation DC. Other items, 
equipment, and perks in the game can reduce your 
Radiation DC. 

Survival (skill). The Survival skill measures a mixture 
of your adaptation, knowledge of the land, ability to hunt, 
and expertise in cuisine. You can use your Survival skill to 
track other creatures (see page 1). To craft most food and 
drink recipes, your Survival skill must be equal to or more 
than its requirement. Additionally, learning more about a 
creature’s habits, type, or physical abilities might require a 
Survival check (at GM’s discretion). 


Charisma 
“You have a tongue of purest silver, Chosen One. Your 
skill with words will open many doors for you.” 

- Cameron 


Your force of personality, everything that makes you, you. 
Charisma measures your ability to understand others, 
while also being a master of communication. Charisma 
makes for great leaders and powerful negotiators. A high 
Charisma also increases your Party Nerve, which 
increases your party’s perseverance by gaining temporary 
stamina points and a bonus to Death Saves. 

Barter (skill). The Barter skill measures your expertise 
in trade. Whether that be with merchants when trading 
valuables, or with powerful figures to discuss terms. Barter 
encompasses all manner of exchange, this for that. The 
higher your Barter skill, the more convincing you are when 
it comes to sweetening your deals. You can also use this 
skill with a unique ability called Discount: When you 
purchase an item from a merchant with any kind of 
currency, you can gain a percentage discount equal to 


23 


your Barter skill bonus on that item. Once you use this 
ability, you cannot use it again until you rest for 8 hours. 

Intimidation (skill). The Intimidation skill measures 
how threatening you can be, your ability to frighten others, 
or even make them re-evaluate confronting you. You can 
optionally choose for your Intimidation skill to be modified 
by your Charisma modifier instead of Strength. 

Party Nerve. Party Nerve is the manifestation of your 
infectious Charisma and strong leadership, allowing your 
party members to push their limits and survive. Your Party 
Nerve bonus is equal to every players character’s 
Charisma modifier added together, then halved (rounded 
down). Your Party Nerve bonus is added to your Death 
Saves. Additionally, whenever you roll combat sequence 
you gain temporary stamina points equal to your Party 
Nerve bonus. 

Speech (skill). The Speech skill measures your ability 
to communicate and to read others. Speech encompasses 
your ability to persuade, dissuade, convince, or deceive. 
Knowledge of language, oratory, and expression also falls 
under Speech. You can use the Speech skill to convince 
non-player characters to agree with you, perform a favor 
for you, or even risk their life for you (at GM’s discretion). 
You can also use Speech to tell a convincing lie, read the 
intentions of someone who may have ill-intent towards 
you, or to communicate non-verbally. 


Intelligence 
"But if | adjust the magnetic field, perhaps the resulting 
change in wavelength will- excuse me, I'm merely thinking 
out loud." 

- Brotherhood of Steel Scribe 


Reasoning, knowledge, and memory. Intelligence 
measures sheer brain power and your know-how of 
everything. Computers, biology, cosmology, physics, 
equations, mechanics, engineering, and anything 
Scientific related is measured by Intelligence. A high 
Intelligence score will net you more skill points when you 
level up, while a lower Intelligence gives you less. A high 
Intelligence also allows you to craft more items like 
weapons, mods, and armor upgrades. 

Breach (skill). The Breach skill measures your ability 
to open locks, hack computers, disarm traps, or anything 
that lets you get to places you’re not supposed to. 
Whenever you make a Breach check, you can re-roll the 
check a number of times equal to your Luck modifier (up 
to GM’s discretion). You can optionally choose for your 
Breach skill to be modified by your Intelligence modifier 
instead of Perception. 

Crafting (skill). The Crafting skill measures your 
knowledge of schematics to repair and craft items. To craft 
most weapons, armor, mods, and upgrades; your Crafting 


skill must be equal to or more than its requirement. If you 
do not meet the requirement, you can roll a Crafting skill 
check with the DC being 12 + the Crafting skill 
requirement bonus. On a success you craft the items, on a 
failure you do not craft the items and you use half of your 
choice of the required materials. If an item has a level of 
Decay, you can use your Crafting skill to repair it and 
remove the level of Decay. The requirements to repair 
items are listed on the crafting tables on page 1. 

Medicine (skill). The Medicine skill measures your 
knowledge of anatomy, physiology, and methods to keep 
creatures alive. Knowledge of Medicine also allows you to 
craft chems. To craft most chem recipes, your Medicine 
skill must be equal to or more than its requirement. If you 
are within 5 feet of a creature with the bleeding condition, 
you can spend 6 AP, use 1 cloth junk item, and succeed a 
DC 15 Medicine skill check to end the condition. If another 
character is unconscious and has not failed all of their 
Death Saves, you can (at GM’s discretion) spend 6 AP to 
make a Medicine check with the DC being 10 + their failed 
Death Saves and - their successful Death Saves. On a 
success the creature gains 1 hit point. You can optionally 
choose for your Medicine skill to be modified by your 
Intelligence modifier instead of Perception. 

Skill Points. Whenever you gain Skill Points, you can 
distribute these points among your skills. Each point you 
spend in a skill grants it a permanent +1. The amount of 
Skill Points you gain is determined by your Intelligence 
score. See page 5 for more details. 

Science (skill). The Science skill measures your 
knowledge and deductive reasoning for all kinds of 
studies. Biology, historiography, cosmology, chemistry, 
geology, etc. You can use the Science skill to craft theories 
and produce a likely outcome. If your character ever 
encounters something mysterious, you can make a 
Science skill check to deduce the reasoning. Alternatively, 
if your GM allows it, you can ask the GM a question about 
a specific subject that you may not know the answer to, 
but your character might. On a successful roll you may 
learn the information. 


Agility 
"Didn't even hear you come up the ramp. You don't 
broadcast your movements, | like that." 

- Ghost 


Quickness and dexterity. Agility measures your character's 
speed and accuracy. Your Agility also measures your 
ability to dodge and stay focused in combat, granting you 
your SP. Your ability to move quietly and act 
inconspicuously is measured by Agility. Attack and 
damage rolls with pistols, shotguns, rifles, big guns, and 
SMGs are all modified by your Agility. Having a high Agility 
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score grants you more AP, allowing you to do more ina 
turn during combat, while a low Agility will give you less. 

Action Points. Your action points are a measurement 
of how much you can do in one round of combat. Anything 
you do in combat costs a certain amount of action points, 
3 often being the lowest and 6 being the most. If you do 
not have enough action points to spend on an action, you 
do not perform the action. You have a number of action 
points equal to 10 + your Agility modifier. You can only 
ever have a maximum of 15 action points. You regain all 
your spent action points at the start of each of your turns. 
If you end your turn and you have unspent action points, 
you recycle half those points (rounded down) at the start 
of your next turn. 

Guns (skill). The Guns skill measures your ability to 
wield and shoot all manner of firearms. From revolvers, to 
snipers rifles, to mini-guns. When you make an attack roll 
with a big gun, handgun, rifle, shotgun, or submachine 
gun you add your Guns skill bonus to the attack roll. 

Sneak (skill). The Sneak skill measures your ability to 
remain quiet or inconspicuous. On your turn you can 
spend 6 AP to hide. When you hide you roll a Sneak skill 
check, if you have cover against any creatures and your 
Sneak skill check total is equal to or greater than their 
passive Perception, then you are hidden from them and 
they cannot see you. If you attack a creature who you are 
hidden from, you gain advantage on the attack roll. Ifa 
creature is aware of your presence, but cannot see you 
because you are hidden, they may make a Perception 
check contested against a Sneak check from you. If their 
total is higher, you are no longer hidden. If your total is 
higher, then you remain hidden. Player characters, while 
traveling, can move at half pace and use their Group 
Sneak to remain stealthy while traveling. Your Group 
Sneak is equal to each player character’s Sneak modifier 
divided by the number of player characters. (Simply put; 
Group Sneak is the mean, or average, Sneak modifier of 
each player character). 

Stamina Points. Stamina points represent a 
combination of fatigue, stress, and reflexes. When your 
stamina points drain, your character becomes winded and 
unable to move as sharpley. Creatures with more stamina 
points are more difficult to wound and cause physical 
injuries to. At 1st level you have a total of 10 stamina 
points + your Agility modifier. Whenever you take damage 
from a source, and you are aware of the source, you may 
subtract the damage from your stamina points instead of 
your hit points. When your stamina points reach 0, any 
damage you take is subtracted from your hit points. You 
can regain up to half your maximum number of stamina 
points after resting for 10 minutes, and you regain all your 
stamina points after you rest for 8 hours. Stamina points 


can also be regained by eating food or drinking certain 
drinks. 


Luck 
"They asked me how well | understood theoretical physics. 
| said | had a theoretical degree in physics. They said 
welcome aboard." 

- Fantastic 


Fate, Karma, and Fortune. It’s difficult to measure one’s 
Luck, but in the wasteland the universe itself judges 
individuals by their Luck. A general catch-all skill, your 
Luck can affect almost everything. Coming back from the 
dead relies on your Luck as you add your modifier to 
Death Saves. Finding loot, equipment, or anything in the 
wasteland is measured by your Luck. Having a high Luck 
score grants a bonus to all your Skills, and raises your 
chance to critically hit on all weapons. 

Critical Hit Chance. All weapons have a critical hit 
chance (abbreviated to crit chance or crit) listed in the 
weapon’s table. When you make an attack roll with a 
weapon and the result of the d20, without adding any 
modifiers, is equal to or higher than the critical hit chance; 
the attack automatically hits and deals extra damage. 
Each weapon’s critical hit damage is different and listed in 
the weapon’s table. All weapons you attack with (besides 
shotguns) have their critical hit chance lowered by a 
number equal to half your Luck modifier. For example, you 
have an 8 in Luck making your modifier a +3. You make 
an attack roll with a 9mm pistol and roll a 19. Because of 
your Luck modifier, your crit chance is reduced by 1 (half 
of 3 rounded down is 1) meaning the weapon crits on 19 
and 20. And because you rolled a 19, you crit. 

Death Saves. When your character takes enough 
damage to reduce their hit points to 0, they gain the dying 
condition. When you gain the dying condition, you fall 
prone, your AP is reduced to 0, at the start of each of your 
turns you gain 4 AP, you recycle all of your unspent points 
at the start of your turn, and you cannot have more than 6 
AP during your turn. At the beginning of each of your 
turns, you can spend 2 AP to make a Death Save with a 
DC of 10. When you make a Death Save; you roll a d20 
and add your Luck or Endurance modifier, and you add 
your Party Nerve bonus. If you do not make a Death Save 
at the beginning of your turn, you automatically fail it. If 
you succeed 3 Death Saves, you gain 1 hit point. If you 
fail 3 Death Saves, you die. 

Karma Caps. Every player has a two sided cap that 
they may flip at any time to gain advantage on a d20 roll, 
alternatively they may flip their Karma Cap after they roll a 
d20 to re-roll it and take the new result. However, the GM 
may also flip any player’s flipped karma cap to gain 
advantage or a reroll on a d20 roll. If a player with a 
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flipped cap ever rolls a 1 on ad20 roll, they can flip one of 
their flipped Karma Caps, but cannot use that cap to re-roll 
the 1. If the GM ever rolls a critical hit against a player with 
a flipped cap, they may flip their cap. If your Luck ability 
score is equal to 10, you gain an additional Karma Cap. 

Luck Skill bonus. Having good Luck means you 
succeed a little more often than normal. All your skills gain 
a bonus equal to half your Luck modifier (rounded down). 
If your Luck has a negative modifier, all your skill bonuses 
are subtracted by 1 regardless of your modifier. 

Targeted Attacks. Anytime you could make an attack 
roll against a creature, you can choose to make a special 
attack called a targeted attack. A targeted attack allows 
you to target a specific body part to hit (see page 1). When 
you deal damage from a targeted attack, roll a d4 and 
consult the targeted attacks table. This roll determines the 
condition that affects your target. You can re-roll this d4 a 
number of times equal to your Luck modifier and you must 
take the new result. 


Traits 


"Just a formality. Ain't like | expect to find you got a family 
history of getting shot in the head." 
- Doc Mitchell 


Traits are special abilities that modify your character in a 
positive way and a negative way. Traits are completely 
optional and are only to provide additional customization 
and flavor to your character. At 1st level you can choose 1 
trait from the Character Traits list. Your Background also 
provides you with an optional trait, found under the 
Background Traits list. 

Wild Wasteland. Some traits can be modified by this 
optional rule that doubles all the numerical values for both 
benefits and negatives for each trait, or grants entirely new 
abilities. For the truly high risk-high reward players, you 
can opt to “Wild Wasteland” your chosen trait(s). If you do, 
modify your trait with the Wild Wasteland section at the 
end of each trait. 


Fast Metabolism 

Prerequisite: Human. 

Your metabolic rate is increased. Your Healing Rate is 
increased by 2. However, your Radiation DC is increased 
by 3. 

Wild Wasteland: Your Healing Rate is increased by a 
number equal to your level. However, whenever you 
succeed a radiation check, your Radiation DC increases 
by 4 instead of 2. 


Cheaper Parts 

Prerequisite: Robot. 

You're made from a more accessible and malleable metal. 
Your Healing Rate is increased by 2. However, your AC is 
reduced by 1. 

Wild Wasteland: Your Healing Rate is increased by a 
number equal to your level. However, your AC is 
decreased by 1, and your DT is decreased by 2. 


Dense Circuitry 

Prerequisite: Synth. 

Your fragile wiring is more protected, at the cost of input 
lag. You gain a bonus to your Healing Rate maximum 
equal to 2. However, your Combat Sequence rolls are 
decreased by 2. 

Wild Wasteland: Your Healing Rate is increased by a 
number equal to your level. However, your Combat 
Sequence rolls have disadvantage and are decreased by 
4. 


Activated Actinides 

Prerequisite: Ghoul. 

Through some mutation, you haven't fully ghoulified. You 
can heal the full amount from stimpaks and you can use 
healing powder. However, you are no longer immune to 
radiation and its effects, but you have advantage on any 
Radiation checks and are resistant to radiation damage. 
Wild Wasteland: In addition to the traits effects; Your 
Healing Rate is increased by 2. However, whenever you 
succeed a Radiation check, your Radiation DC increases 
by 4 instead of 2. 


Onerous Regeneration 

Prerequisite: Super Mutant. 

Your metabolic rate is increased. Your Healing Rate is 
increased by 2. However, your maximum stamina points 
are reduced by a number equal to your level. 

Wild Wasteland: Your Healing Rate is increased by a 
number equal to your level. However, whenever you 
regain stamina points from sleep, you regain half as much. 


The Sight Beyond 

You often hear the whispers of the great beyond, receiving 
paranormal visions of prophecy. When you finish a rest 
that lasts at least 8 hours, you may roll a d20 and record 
the result, this is your Sight roll. With this Sight roll you can 
replace any attack roll, skill check, or ability check made 
by you or a creature that you can see. Once you use this 
Sight roll, you cannot use it again until you rest again for at 
least 8 hours. However, you start each game with one of 
your Karma Caps flipped. 
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Wild Wasteland: You may make two Sight rolls after you 
rest for at least 8 hours, but your Karma Caps no longer 
flips if you ever roll a 1 on a d20. 


Do No Harm 

“Primum non nocere”, you've taken the hippocratic oath 
and intend to heal others in the wasteland instead of 
hurting them. Whenever you use a first aid kit, stimpak, 
perk, or ability to restore hit points to another creature, you 
restore an additional 1 hit point. Whenever you attack 
another creature and damage them, the damage is 
reduced by 1 to a minimum of 1. 

Wild Wasteland: In addition to the traits effects; whenever 
you spend 6 AP to roll a Medicine check on a dying 
creature to return them to 1 hit point, the check 
automatically succeeds. However, if you ever damage 
another creature from an attack you made against them, 
and this damage kills them; you lose all abilities from this 
trait. 


Street Rat 

From your time spent in settlements, you know how to 
look the part and blend in. You have advantage on any 
Sneak or Breach checks you make while in a settlement, 
town, outpost, or otherwise populated location. However 
your shifty reputation has led others to think twice before 
helping you. You have disadvantage on any Speech or 
Barter checks you make while in a settlement, town, 
outpost, or otherwise populated location. 

Wild Wasteland: You've got friends in low places, and your 
reputation goes even further. In addition to the traits 
effects; you can use your Discount ability three times 
before resting. However, there’s a price on your head for 
over 500 caps. Work with your GM on how you’ve 
obtained this bounty, who would be after you, and how this 
will affect your character. 


A Moment of Respite 

You're a natural when it comes to lifting spirits. Whenever 
you and any other player characters rest, you play music, 
sing a song, recount a story, or give an inspiring speech. 
You and each other player character resting gain 
temporary stamina points equal to your Charisma score. 
However, you and each player character's group stealth is 
reduced by 2 so long as you are within 500 feet of them. 
Wild Wasteland: The amount of temporary stamina points 
gained is instead double your Charisma score, but your 
party’s group stealth is reduced by 5 so long as you’re in 
the party. 


Hardened by the Earth 

You’ve known long days and hard work, you have 
advantage whenever you roll an Endurance check to resist 
a level of Hunger or Fatigue. However, you fall 
unconscious if you reach 8 levels of Hunger or Fatigue 
instead of 10. 

Wild Wasteland: In addition to the traits effects; whenever 
your hit points or stamina points increase from leveling up, 
you gain an extra point in each. However, the negative 
effects from levels of Hunger and Fatigue are doubled. 


Vigilant Watch 

You’ve learned not to hesitate in moments of peril. 
Whenever combat sequence is determined, your turn 
placement is automatically put before the creature in the 
turn order placed before you that isn’t a player character, 
regardless of their roll. However your Combat Sequence 
bonus is reduced by 1. 

Wild Wasteland: Your turn placement is automatically put 
before the previous two creatures in the turn order that 
aren't player characters, regardless of their roll. However 
you have disadvantage on Combat Sequence rolls and 
your bonus is reduced by 2. 


Recluse 

You've spent more time honing your skills than learning 
new things. Instead of gaining a perk at 1st level, five 
different Skill modifiers of your choice increase by 2. 
Wild Wasteland: Instead of gaining a perk at 1st and 2nd 
level, all your Skill modifiers increase by 2. 


Persistent 

Whenever you flip a Karma Cap to re-roll a Skill check, 
you make the roll at advantage. However, your Karma 
Caps no longer flip back over whenever you roll a 1 on a 
d20. 

Wild Wasteland: Whenever you flip a Karma Cap to reroll 
an Ability check, Skill check, or attack roll; you make the 
roll at advantage. However, you start each game with one 
of your Karma Caps flipped. 


Long Days, Long Nights 

You're accustomed to straining your body and enduring 
physical work, whenever your stamina points increase 
from leveling up, you gain an extra point. However, you 
gain an additional level of fatigue whenever you fail an 
Endurance check to resist sleep. 

Wild Wasteland: In addition to the traits effects; whenever 
your stamina points increase from leveling up, you gain 
another extra point (for a total of 2). However, whenever 
you regain stamina points from any rest that isn’t sleep, 
you regain a fourth of your maximum stamina points 
instead of half. 
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Proper Maintenance 

You know how to keep good care of your equipment. 
Whenever any of your weapons or armor have no levels of 
decay, the first level of decay they gain is ignored. 
However, your weapons and armor become non-functional 
when they have 8 levels of decay instead of 10. 

Wild Wasteland: Whenever any of your weapons or armor 
have one or two levels of decay, the negative effects are 
ignored. However, your weapons and armor become 
non-functional when they have 5 levels of decay instead of 
10. 


Sweeten the Deal 

You know how to strike a bargain and make anything 
worth your time. Whenever you use your Discount ability, 
the percentage of caps off the selected item is tripled. 
However, all items cost 10% more for you. 

Wild Wasteland: Whenever you use your Discount ability, 
the percentage of caps off the selected item is sextupled. 
However, all items cost 25% more for you. 


Embolden 

You know how to prepare others for the worst, and to 
inspire the soul. Whenever you roll combat sequence, 
each other player character gains advantage on their first 
attack roll they make on their turn. However, if any player 
characters critically hit on their first attack after rolling 
combat sequence, they do not deal any extra damage. 
Wild Wasteland: Whenever you roll combat sequence, 
each other player character gains advantage on their first 
two attack rolls they make on their turn. However, if any 
player characters critically hit on their first or second attack 
after rolling combat sequence, they do not deal any extra 
damage. 


Long Roads 

You’ve traveled far and wide and know how best to handle 
the open road. When you and any other player characters 
travel at a fast pace, you can move an additional two miles 
per hour. However, if you do, at the end of each hour you 
and each other player character must succeed a DC 12 
Endurance check or gain a level of fatigue. The DC 
increases by 2 for any player character who succeeds this 
check. 

Wild Wasteland: When you and any other player 
characters travel at a fast pace, you can move an 
additional five miles per hour. However, if you do, at the 
end of each hour you and each other player character 
gains a level of fatigue. 


Endure the Battle 

You’ve come back from the brink more often than once. If 
you roll a 19 or 20 on your Death Save, you return to 1 hit 
point. However you do not add your Luck or Endurance to 
your death saves. 

Wild Wasteland: If you roll an 18, 19, or 20 on your Death 
Save, you return to 1 hit point. However you do not add 
your Luck, Endurance, or Party Nerve to your death 
saves. 


Field Research 

Your study of other creatures lends you to better fight 
them. Whenever you deal damage from an attack to a 
creature whose type you have fought before, the damage 
is increased by 2. However, whenever you deal damage 
from an attack to a creature whose type you haven't yet 
fought before, the damage is subtracted by 2. 

Wild Wasteland: In addition to this trait's effects; whenever 
you rest and gain a bonus of XP after having rolled 
combat sequence with a creature you have never rolled 
combat sequence with before, you gain an additional 20% 
bonus of XP. However, whenever you rest and gain XP 
after having rolled combat sequence with a creature you 
have rolled combat sequence with before, you gain 10% 
less XP. 


Wasteland Knowledge 

You’ve accumulated information about different creatures 
and people in the wasteland. Whenever you roll combat 
sequence, you can choose to know either the hit point, 
stamina point, action point, AC, or DT total of any other 
creatures that are hostile towards you in the combat 
sequence. However, for each creature you choose with 
this ability, they can re-roll their combat sequence to 
potentially score a higher result. 

Wild Wasteland: Whenever you roll combat sequence, you 
can choose to know two of the following: Hit point, stamina 
point, action point, AC, or DT total of any other creatures 
that are hostile towards you in the combat sequence. 
However, for each creature you choose with this ability, 
they can re-roll their combat sequence twice to potentially 
score a higher result. 
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Efficient Combatant 

Due to your training, you're more reliable with a weapon. 
Whenever you make an attack roll and the result is a 1, 
you add your modifier and no longer automatically miss. 
However, your Karma Cap does not flip back over when 
you roll a 1 on attack rolls. 

Wild Wasteland: Whenever you make an attack roll and 
the result is a 1, you can re-roll the attack roll but must 
take the new result. However, whenever you make an 
attack roll and the result is a critical hit, you automatically 
hit but deal no extra damage. 


Bargaining Chip 

You’ve got a nose for opportunity and know how to strike 
bargains. Whenever you sell an item, you can use your 
Discount ability to gain a bonus of caps equal to double 
your Barter skill modifier. However, you sell all your items 
for 10% less than their listed value. 

Wild Wasteland: Whenever you sell an item, you can use 
your Discount ability to gain a bonus of caps equal to triple 
your Barter skill modifier. However, you sell all your items 
for 20% less than their listed value. 


Talented 

You've learned many valuable tricks, but haven’t honed 
your skills as much. You gain an extra perk at 1st level. 
However, five different skill modifiers of your choice 
decrease by 2. 

Wild Wasteland: You gain two extra perks at 1st level. 
However, all your skill modifiers decrease by 2. 


Adventurers Instinct 

You know the best places to scavenge and where loot is 
often hiding. Whenever you roll a Luck ability check to 
search for items, you have advantage. However, any 
weapons or armor you find have an additional level of 
decay. 

Wild Wasteland: Whenever you roll a Luck ability check to 
search for items, you have advantage and you can re-roll 
one of the dice. However, any weapons or armor you find 
have two additional levels of decay. 


Bruiser 

A little slower, but a little bigger. You may not hit as often, 
but they will feel it wnen you do! When you damage a 
creature from an attack with a melee weapon that deals 
bludgeoning damage, or an unarmed attack; the damage 
is increased by an additional damage dice. However any 
unarmed or melee weapon attack you make costs 1 more 
action points. 

Wild Wasteland, option 1: When you damage a creature 
from an attack with a melee weapon that deals 
bludgeoning damage, or an unarmed attack; the damage 
is increased by 3. However any unarmed or melee 
weapon attack you make costs 2 more action points. 

Wild Wasteland, option 2, true to the original: Your 
Strength score is increased by 2, however your maximum 
action points are reduced by 2. 


Built to Destroy 

The flamer that burns twice as bright burns half as long. 
Any damage you deal with a weapon is increased by 1. 
However, whenever you roll a 1 on an attack roll with a 
weapon; the weapon gains two levels of decay instead of 
one. 

Wild Wasteland: Any damage you deal with a weapon is 
increased by 2. However, whenever you attack with a 
weapon, it gaines Breakable (see pg #). 


Enhancement Reliant 

You're accustomed to the rush of chemical enhancements 
or the electrodes of programs. If you are addicted, you 
lose the condition whenever you rest for at least 8 hours. 
However, you have disadvantage on any Endurance 
check to resist becoming addicted. 

Wild Wasteland: If you are addicted, you lose the 
condition after 1 hour. However, you always become 
addicted after using a Chem or Robot Overclock Program. 


Claustrophobia 

You have a fear of enclosed spaces. The effects from your 
Party Nerve are doubled while you are outside (IE: 
whenever you roll combat sequence and gain temporary 
stamina points, you gain double the amount and whenever 
you roll a death save, you double your party nerve bonus.) 
However, you do not gain the benefits of your Party Nerve 
while indoors, underground, or otherwise not outside. 

Wild Wasteland, true to the original: You gain advantage 
on all ability and skill checks while outside, but 
disadvantage on all ability and skill checks while indoors, 
underground, or otherwise not outside. 
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Early Bird 

Early to bed, early to rise, makes a ghoul stealthy, wealthy, 
and want to kill those guys! You can roll a d4 and add the 
number rolled to any ability or skill check you make from 
the hours of 6am to 12pm. However, you gain an 
additional level of fatigue whenever you fail an Endurance 
check to resist sleep. 

Wild Wasteland, true to the original: You have a +2 to all 
Skills in the morning (6am to 12pm), but a -1 during the 
night (6pm to 6am). 


Enhancement Resistant 

Your body works hard to be resistant to addiction. You 
have advantage on any Endurance check to resist 
becoming addicted. However, whenever you use a Chem 
or Robot Overclock Program, the benefits last for half as 
long as the listed duration. 

Wild Wasteland: You are immune to the addicted 
condition. However, whenever you use a Chem or Robot 
Overclock Program, the benefits last for a maximum of 
one round regardless of its listed duration. 


Fast Shot 

You don't have time to aim because you're already firing! 
Whenever you spend action points to make an attack with 
a ranged weapon or explosive; you can choose to have 
disadvantage on the attack roll, if you do the attack costs 1 
less action point to a minimum of 3. 

Wild Wasteland: In addition to the traits effects: You have 
advantage whenever you roll combat sequence, however 
you cannot make targeted attacks with ranged weapons. 


Feral 

You've survived in the heart of the savage wasteland. 
Whenever you deal damage with an unarmed or melee 
weapon attack, you deal an extra 2 damage. However, 
you do not gain the benefits from Party Nerve. 

Wild Wasteland: In addition to the traits effects; whenever 
you spend at least 6 action points to move, you 
immediately gain 2 action points. However, you have 
disadvantage on all Barter and Speech skill checks. And, 
regardless of your Charisma ability score, you are 
considered to have a 4 in Charisma for any perk 
requirement. 


Finesse 

Whenever you critically hit with a weapon, the critical hit 
damage multiplier either increases by 1 or the damage 
dice increases by 1. However, whenever you make an 
attack roll the total is reduced by 1. 

Wild Wasteland: Whenever you critically hit with a 
weapon, the critical hit damage multiplier either increases 
by 2 or the damage dice increases by 2. However, 
whenever you make an attack roll the total is reduced by 
2. 


Gifted 

You have more innate abilities than most, so you have not 
spent as much time honing your skills. Your Carry Load 
increases by 10, your Combat Sequence bonus increases 
by 1, you can use Discount an additional time per rest, 
your Party Nerve increases by 1, and you have an 
additional Karma Cap. However, you decrease all your 
skill check bonuses by 3. 

Wild Wasteland: Your Carry Load increases by 20, your 
Combat Sequence bonus increases by 2, you can use 
Discount two additional times per rest, your Party Nerve 
increases by 2, and you have two additional Karma Caps. 
However, you decrease all your skill check bonuses by 6. 


Godspeed 

While your stamina points are equal to 0, you can choose 
to gain one additional action point at the start of your turn. 
However, if you do so, your AC and DT are each 
decreased by 2. 

Wild Wasteland: While your stamina points are equal to 0, 
you can choose to gain 2 additional action points at the 
start of your turn. However, if you do, you do not subtract 
your DT to any damage dealt to your hit points and your 
AC is equal to 8. 


Good Natured 

You're Good Natured at heart, more prone to solving 
problems with your mind than violence. Regardless of your 
Charisma ability score, you are considered to have an 
additional two points in your Charisma ability score for any 
perk requirement. (For example, if your Charisma ability 
score is equal to 5, with this trait it would be considered a 
7 for perk requirements). However, regardless of your 
Agility and Strength ability scores, you are considered to 
have two points reduced for any Agility or Strength perk 
requirement. 

Wild Wasteland: Regardless of your Charisma ability 
score, you are considered to have a 10 in your Charisma 
ability score for any perk requirement. However, 
regardless of your Agility and Strength ability scores, you 
are considered to have a 4 for any Agility or Strength perk 
requirement. 
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Brawny 

You gain a bonus to your maximum hit points equal to 
your level. However your maximum stamina points are 
reduced by a number equal to your level. 

Wild Wasteland: In addition to this trait’s effects; you gain 
a bonus to your maximum hit points equal to your level. 
However your maximum stamina points are reduced by a 
number equal to your level. 


Hoarder 

Your Carry Load increases by 25. However, you have 
disadvantage on all ability checks, skill checks, and attack 
rolls while you’re not carrying at least 50 load of any 
combination of weapons, armor, ammunition, explosives, 
chems, food, drink, or junk items. 

Wild Wasteland: You are immune to the Encumbered 
condition, however whenever your Carry Load falls below 
your maximum, you gain a level of fatigue. 


Hot Blooded 

While your stamina points are equal to 0, you gain the 
following effects: When you roll a 1 or 2 on a damage die 
for an attack you make with any weapon, you can reroll 
the die and must use the new roll, even if the new roll is a 
1 or a 2. Whenever you make an attack roll, subtract 2 
from the result. 

Wild Wasteland: In addition to this trait's effects: When 
your stamina points are equal to 0; the damage you deal 
from any attack roll is increased by 5. However, you have 
disadvantage on all your attack rolls while your stamina 
points are equal to 0. 


Jinxed 

The good thing is that everyone around you has more 
critical failures in combat, the bad thing is - so do you! 
Whenever any creature in the game makes an attack roll, 
the chance to automatically miss the attack and for the 
weapon to gain a level of decay is increased by 1. 
(Example: If only one player character has taken this perk; 
then if any creature makes an attack roll and rolls a 1 or 2 
on the dice, they automatically miss and their weapon 
gains a level of decay. However, if your karma cap is 
flipped you may flip it back over.) 

Wild Wasteland: Whenever any creature in the game 
makes an attack roll, the chance to automatically miss the 
attack is increased by 2. 


Loose Cannon 

Whenever you spend action points to throw an explosive, 
you spend 1 less action point to a minimum of 3. However, 
you can throw them only up to half their listed range. 

Wild Wasteland: In addition to this trait's effects: 
Whenever you throw an explosive, and it deals damage to 
another player character's hit points, the damage is 
doubled for all other creatures that aren’t player 
characters. 


Night Person 

You're more of a night-person. You can roll a d4 and add 
the number rolled to any ability or skill check you make 
from the hours of 6pm to 6am. However, you gain an 
additional level of fatigue whenever you fail an Endurance 
check to resist sleep. 

Wild Wasteland, true to the original: You have a -7 to all 
skills in the morning (6am to 12pm), but a +2 during the 
night (6pm to 6am). 


One Hander 

Whenever you make an attack roll with a weapon that only 
requires one hand, add 2 to the result. However, 
whenever you make an attack roll with a weapon that 
requires two-hands, subtract 2 from the result. 

Wild Wasteland: Whenever you deal damage from an 
attack with a weapon that only requires one hand, add 2 to 
the total. However, whenever you deal damage from an 
attack with a weapon that requires two-hands, subtract 2 
from the total. 


One in a Million 

You're not particularly lucky or unfortunate, but when 
lightning strikes, it strikes hard! When you critically hit with 
an attack roll from any weapon, roll a d20. If you roll a 20 
on this d20 roll then you automatically hit and roll the extra 
damage listed in the weapon table, however this damage 
is quadrupled. If you do not roll a 20, your attack still hits 
but does not deal any critical hit damage. 

Wild Wasteland: When you critically hit with an attack roll 
from any weapon, roll a d20. If you roll a 20 on this d20 roll 
then roll another d20. If you roll a 20 on the third d20 roll 
then you automatically hit and roll the extra damage listed 
in the weapon table, however this damage is octupled. 


Skilled 

Prerequisite: An ability score equal to or lower than 3. 
Increase one Skill modifier by 2. 

Wild Wasteland: Prerequisite: One Ability Score equal to 
1. Increase one Skill modifier by 5. 


Small Frame 
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You gain a bonus to your maximum stamina points equal 
to your level. However your maximum hit points are 
reduced by a number equal to your level. 

Wild Wasteland: In addition to this trait’s effects; you gain 
a bonus to your maximum stamina points equal to your 
level. However your maximum hit points are reduced by a 
number equal to your level. 


Trigger Discipline 

Whenever you make a targeted attack roll with a ranged 
weapon, the additional cost is reduced by 1 AP. However, 
your combat sequence bonus is reduced by 2. 

Wild Wasteland: Whenever you make a targeted attack 
roll with a ranged weapon, the additional cost is reduced 
by 2 AP. However, your combat sequence bonus is 
reduced by 5. 


Perks 


"| do this shit for the love of the game." 
- The Ghoul 


A perk represents a talent or an area of expertise that 
gives a character special capabilities. Some of these 
abilities defy natural laws and basic physics, but there are 
far more unexplainable phenomena in the wasteland. 
Whenever you gain a Perk you immediately gain its 
abilities. 

Requirement. lf a perk has a requirement you must 
meet the requirement before you take the perk. 

Repeat. Some perks have a Repeat section that allows 
you to gain the benefits of a perk you have previously 
chosen. The repeat section specifies how many different 
times you can take the perk, and if there are any 
requirements to doing so. Otherwise, unless specified, you 
cannot gain the benefits of a perk you have previously 
gained. 


General Perks 
"You survived. The Chosen One cannot be weak or we 
are all doomed. Are you prepared for your quest?" 

- Arroyo elder 


General perks have no ability score attached to them and 
function as a catch-all for most characters. The abilities 
have less specialized purposes but can either improve the 
concept behind your character or grant game-altering 
abilities. 


Adaptive Reflexes 

Requirement: Missing Hand, Arm, Foot, or Leg. 

You've learned to endure and overcome your disability. If 
you lost your foot or leg, you are no longer limited to 
moving only 20 feet on a turn. If you lost your hand or foot: 
you gain 3 points which you can use to increase any of 
your ability scores by the amount used. If you lost your 
arm or leg: you gain 5 points which you can use to 
increase any of your ability scores by the amount used. 
Repeat: You can take this perk as many times as you 
have missing arms or legs. 


Blind Devil 

Requirement: Permanently Blinded. 

Attuning to your loss of sight has made your other senses 
sharper. You can sense your surroundings with pinpoint 
accuracy. You can effectively “see” any target within a 
number of feet of you equal to 5 x your Perception ability 
score. Additionally, your passive sense increases by 5 and 
you have advantage on all your combat sequence rolls. 
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Cowboy 

Whenever you spend AP to draw a lever action rifle, 
cowboy repeater, or revolver, the AP cost is reduced to 1. 
Additionally, if you attack and hit a surprised creature with 
a lever action rifle, cowboy repeater, or revolver; the attack 
Critically hits. 


Deadeye 

Whenever you roll attack or damage with a ranged 
weapon, add 2 to the result. Additionally, whenever you 
make a targeted attack roll to the head with a ranged 
weapon, add an additional 2 to the result. 

Requirements: You can take this perk up to a maximum of 
three times. 


Duelist 

Whenever you roll attack or damage with an unarmed or 
melee weapon, add 2 to the result. 

Requirements: You can take this perk up to a maximum of 
three times. 


Educated 

Requirement: Intelligence 4 or lower. 

You gain 4 skill points when you reach 5th, 9th, 13th, 17th, 
21st, 25th, and 29th level instead of 3. Additionally, you 
gain a number of skill points equal to the total available at 
your level as if your Intelligence ability score is equal to 5. 
(Use the Level Up table on page # for reference). 


Entomologist 

You know the anatomy of various instincts. Whenever you 
roll damage from an attack roll against the hit points of a 
creature with the insect creature type, their DT is not 
subtracted from your damage total. (Insects include Ants, 
Bloatflies, Cazador, Radscorpion, etc.) 


Fight the Power! 

You've had enough of these so-called "authorities"! 
Whenever you take damage to your hit points from a 
creature affiliated to a faction, your DT is increased by 1. 
Additionally, whenever you deal damage to a creature 
affiliated to a faction, the damage increases by 1. (Faction 
examples include the NCR, Brotherhood of Steel, 
Caesar’s Legion, Institute, or Railroad. Up to GM’s 
discretion.) 

Repeat: You can take this perk up to a maximum of twice. 


Here and Now 

Requirement: Level 3. 

You and each other player character immediately gain 
1000 XP. Once this perk has been taken, it cannot be 
taken again by any other player characters. 


Purifier 

Whenever you make an attack roll with an unarmed or 
melee weapon against an abomination, add 3 to the 
result. (Abominations include Super mutants, Deathclaws, 
Mirelurks, Fog crawlers, etc.) 

Repeat: You can take this perk up to a maximum of three 
times. 


Sneering Imperialist 

You don't take kindly to raiders, junkies, or freeloaders. 
Whenever you roll damage from an attack roll against a 
humanoid with no affiliation to a faction, add 3 to the 
result. 

Repeat: You can take this perk up to a maximum of twice. 


Swift Learner 

Whenever the GM awards XP, you and each other player 
character gain an additional 20% bonus. 

Repeat: This perk can be taken up to a maximum of twice 
by one player character or once by a total of two player 
characters. 
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Strength Perks 


"Does jumping at them with my fists count as ranged?" 
- Veronica 


Heavyweight 

Requirements: Strength 4. 

You can spend 6 action points to make a special unarmed 
attack called a heavy unarmed attack. A heavy unarmed 
attack is identical to an unarmed attack but the damage is 
increased by 2d4. Additionally, you are immune to the 
encumbered condition. However, you can still gain the 
heavily encumbered condition. 


Weapon Handling 

Requirements: Strength 4. 

It’s not about size, it’s about how you use it. You no longer 
have disadvantage on attack rolls made with weapons that 
you do not meet the Strength requirement for. Additionally, 
you ignore the negative effects of the first two levels of 
decay with all weapons. 


Butcher 

Requirements: Strength 5. 

You’re hackin’, whackin’, and choppin’ that meat! 
Whenever you roll damage from an attack roll made with a 
melee weapon, add 2 to the result. Additionally, if you 
make a targeted attack with a bladed melee weapon to a 
creature's arms or legs and deal more than double their 
level in points of damage to the creature's hit points, you 
sever the limb! 


Fisticuffs 

Requirements: Strength 5. 

Give ‘em the one-two! Whenever you roll damage from an 
attack roll made with an unarmed attack and the damage 
is dealt to a target’s stamina points, add 3 to the result. 
Additionally, if you make a targeted attack with an 
unarmed attack to a creature's head and deal more than 
their level in points of damage to the creature's hit points, 
they become dazed for a number of rounds equal to their 
8 - their Endurance ability score (minimum of 1). 


Heave Ho! 

Requirements: Strength 5. 

What a pitch! Whenever you throw an object or creature; 
the distance you can throw it is doubled. 


Hauler 

Requirements: Strength 5. 

Your maximum carry load increases by 50. Additionally, 
when you carry heavy objects you do not become slowed. 


Assert Power 
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Requirements: Strength 5. 

You can spend 4 action points on your turn to frighten a 
target creature that is within 30 feet of you. (See page # 
for the frightened condition). You cannot frighten a 
creature you have already frightened. 


Leaping Powerhouse 

Requirements: Strength 6. 

You've got the strongest knees in the wasteland! 
Whenever you long jump you can clear an additional 10 
feet and whenever you high jump you can clear an 
additional 3 feet. Additionally, wnenever you take impact 
damage from a fall, you take half as much. 


Super Slam! 

Requirements: Strength 6. 

If you spend your action points to move at least 15 feet in 
a straight line, your next unarmed or melee weapon attack 
has advantage. If this attack hits and deals damage to the 
creature's hit points, you may choose for the target to 
either fall prone or be knocked back a number of feet 
equal to 5 x your Strength ability modifier. 


Stonewall 

Requirements: Strength 6. 

Your damage threshold increases by 2, and whenever you 
roll a Strength or Ability check to resist being grappled, 
restrained, or knocked prone; you have advantage or you 
may flip one of your Karma Caps to automatically 
succeed. 


K.O. 

Requirements: Strength 7. 

Whenever you deal damage to a target creature's hit 
points for the first time from an attack roll with an unarmed 
or melee weapon attack, they become dazed for 2 rounds. 


Piercing Strikes 

Requirements: Strength 7. 

You know how to make devastating attacks through 
blocks. Whenever you deal damage from an unarmed or 
melee weapon attack, the target's DT is subtracted by a 
number equal to your Strength ability modifier to a 
minimum of 0. 


Paralyzing Punch 

Requirements: Strength 8. 

If you hit a single target creature with at least three melee 
attacks on a turn, they gain 2 levels of fatigue. If a creature 
reaches 4 levels of fatigue in this way; they become 
paralyzed until the end of their next turn. Once a creature 
has become paralyzed in this way, they cannot become 
paralyzed again until you roll combat sequence. 


Rooted 

Requirements: Strength 8. 

You're part tree! You can spend 4 action points on your 
turn to become Rooted. While Rooted, your DT increases 
by 5 and any damage you deal from an attack made with 
an unarmed or melee weapon is increased by 2. However, 
moving 5 feet costs 2 action points. You can spend 3 
action points to remove the Rooted condition. 


Unstoppable Force 

Requirements: Strength 9. 

Your martial might is truly legendary. Whenever you roll 
damage from an unarmed or melee weapon attack roll 
against the hit points of a creature, their DT is not 
subtracted from your damage total 


Never Unarmed 

Requirements: Strength 9. 

Anything can be a weapon if you’re holding it right. 
Whenever you make an attack roll with an improvised 
weapon, the damage is increased by 1 die rank and the 
critical hit chance is decreased by 1. 


Living Weapons 

Requirements: Strength 10. 

You can use other creatures as improved weapons. If they 
are unwilling, you must succeed a grapple check to use 
them as an improvised weapon. Using a creature as an 
improved weapon costs 6 AP, uses your Melee Weapons 
skill to hit, critically hits on 20 (x2), and deals a number of 
d6’s of impact damage depending on their size. Small 
creatures deal 3d6 impact damage, medium creatures 
deal 4d6 impact damage, and large creatures deal 5d6 
impact damage (you cannot use a creature huge or 
greater as an improvised weapon). You can also throw 
them a number of feet equal to 2 x your Strength score. If 
you throw a creature into another creature and deal impact 
damage to their hit points, they both fall prone. Whenever 
a creature is used as an improved weapon, they take half 
of the impact damage dealt to their hit points. 


Slayer 

Requirements: Strength 10. 

The slayer walks the earth. Whenever you spend action 
points to attack with an unarmed or melee weapon attack, 
you gain 1 action point. Additionally, your critical hit 
chance with all unarmed and melee weapons decreases 
by 1. 
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Perception Perks 
"It's quiet. Too quiet. *laughs* Oh man, | always wanted to 
say that." 

- Macready 


Careful Aim 

Requirements: Perception 4. 

You take your time to attack, allowing you to be more 
accurate. Whenever you spend action points to make an 
attack roll with a ranged weapon, you can spend 1 
additional action point to add 1 to the result of the roll. You 
can spend up to 3 additional action points to add an 
additional 1 to the attack per action point used. 


Friend of the Night 

Requirements: Perception 4. 

You've adapted to low-light conditions and you know how 
to utilize the darkness to your advantage. You no longer 
have disadvantage on any attack rolls, ability checks, or 
skill checks inhibited by low-light conditions. 

Repeat: If you take this perk again, you’ve mutated or 
upgraded to adapt to the darkness. You have night vision 
out to 100 feet. 


Alertness 

Requirements: Perception 5. 

You've learned to keep your senses alert to any danger. If 
you do not move from a singular location no larger than a 
20 foot radius for at least 10 minutes; you gain a bonus to 
your passive sense equal to your Perception ability score. 
(Simply put, your passive sense is equal to 12 + double 
your Perception ability modifier) 


Infiltrator 

Requirements: Perception 5. 

You can get in and out of places with ease. You can spend 
3 action points and examine a lock or computer within 5 
feet of you to learn the Breach DC. Additionally, wnenever 
you fail a Breach check, you can flip one of your Karma 
Caps to automatically succeed instead. 


Empowered Energy 

Requirements: Perception 5. 

Whenever you roll damage from an attack from an energy 
weapon, you can roll an additional damage dice. 
Additionally, whenever you critically hit with an energy 
weapon you can choose to either make an additional 
attack (up to a maximum of one per turn) or double the 
critical hit damage. 

Repeat: You can take this perk up to a maximum of three 
times, each time increasing your energy weapon damage 
dice by one. 


Standoff 

Requirements: Perception 5. 

You've got a nose for trouble. Whenever you roll Combat 
Sequence, you and one other creature within 30 feet of 
you gains a bonus equal to your Perception ability 
modifier. 

Repeat: You can take this perk up to a maximum of three 
times, each time you take it increases the amount of 
creature you can affect by one. 


Efficient Diagnosis 

Requirements: Perception 5. 

You know where and why it hurts. Whenever you use a 
stimpak, first aid kit, or doctor’s bag on another creature; 
they heal an additional 2 hit points, alternatively you can 
flip one of your karma caps to heal double the amount you 
normally would. Repeat: You can take this perk up to a 
maximum of three times, each time increasing the number 
healed by 2. 


Pack Rat 

Requirements: Perception 6. 

Each player character’s carry load increases by 10. 
Additionally, any item you carry that has a load less than 3 
is reduced to 1. 

Repeat: You can take this perk up to a maximum of three 
times, each time increasing each player character’s carry 
load by 10. 


Splash Damage 

Requirements: Perception 6. 

When you're deep in enemy territory, you just start 
chucking grenades and hope for the best. Whenever you 
attack with a weapon or equipment that has an area of 
effect, the area is increased by half. 

Repeat: If you take this perk again, area of effect size is 
increased by half (effectively doubling your area of effect 
size). 


Careful Detonations 

Requirements: Perception 6. 

Whenever you throw an explosive that isn’t placed, you 
can choose a 5 foot radius area. Any creatures or objects 
in that 5 foot area take no damage and do not suffer any 
effects from the explosive. Alternatively, whenever you 
throw or detonate an explosive; you can choose for the 
area of effect radius to be up to 5 feet smaller. 
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Pulsion Perforation 

Requirements: Perception 7. 

Your shots pierce right through your enemies! Whenever 
you make an attack roll with an energy weapon, you can 
choose to have the attack target up to three creatures that 
are in a line. The line is drawn starting from your location. 
Repeat: You can take this perk up to a maximum of twice. 
If you take this perk again you can target up to six 
creatures in a line. 


Demolitions Expert 

Requirements: Perception 7. 

You are an expert when it comes to the fine art of handling 
explosives. Whenever you deal damage with an explosive, 
the damage is increased by an additional dice. 

Repeat: You can take this perk up to a maximum of three 
times. 


Hit the Deck 

Requirements: Perception 8. 

You react very quickly to the word "incoming". Whenever 
you take damage to your stamina points from an 
explosive, the damage is halved. 

Repeat: You can take this perk up to a maximum of once. 


Meltdown 

Requirements: Perception 8. 

Whenever you deal enough damage to bring another 
creature to 0 hit points from an attack roll made with a 
weapon that deals laser, plasma, or electricity damage; 
you can choose for that creature to explode with a corona 
of energy. Each creature within 10 feet of that creature 
takes damage equal to the amount you dealt. 

Repeat: You can take this perk up to a maximum of once. 


Sniper 

Requirements: Perception 9. 

Whenever you spend action points to make an attack roll 
with a two-handed ranged weapon, you can spend 1 
additional action point to add 2 to the result of the roll. You 
can spend up to 3 additional action points to add an 
additional 2 to the attack per action point used. 
Additionally, if you make a targeted attack roll to the head 
with a rifle that has the Scope mod, you critically hit on the 
attack roll, and you deal damage to the target’s hit points; 
the target dies so long as it can’t live without its head, or 
isn’t wearing a power armor helmet. 


Volatile Hucker 

Requirements: Perception 9. 

Whenever you spend action points to throw an explosive, 
you spend 1 less action point to a minimum of 3. 
Additionally, if you roll a 20 on your Explosives skill check, 
the explosive explodes at the end of your turn and deals 
extra damage equal to double the damage dice. 


Medicinal Master 

Requirements: Perception 10. 

When another creature rests for at least an hour, you can 
use a first aid kit, stimpak, or doctor’s bag to heal them of 
half of their total hit points. If they rest for at least 4 hours, 
you you can use a first aid kit, stimpak, or doctor’s bag to 
heal them of all their hit points 

Repeat: If you take this perk again, when another creature 
rests for at least an hour, you can use a first aid kit, 
stimpak, or doctor’s bag to heal them of all their hit points. 


Oracle 

Requirements: Perception 10. 

Your predictions for trouble are supernatural. Whenever 
you roll Combat Sequence, you can swap the combat 
sequence rolls of any number of willing creatures. 
Repeat: If you take this perk again, whenever you roll 
Combat Sequence, you can swap the combat sequence 
rolls of up to three additional creatures (they do not have 
to be willing). 
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Endurance Perks 
“Thought carrying that Chip would end you, no... you got 
lives in you, hard to kill. Storms, bullets... sand and wind, 
yet still you walk. For now.” 

- Ulysses 


Master Chef 

Requirements: Endurance 4. 

You know how to spice up any meal. You can spend 5 
minutes cooking pre-made food, or whenever you make 
cooked food; it always has the filling property, if it has the 
bland property it instead has the tasty property, and any 
creature who consumes the food gains temporary stamina 
points equal to their level. 


Lifegiver 

Requirements: Endurance 4. 

Your maximum hit points increase by 10 and each other 
player character’s maximum hit points increase by 1. 
Repeat: If you take this perk again, your maximum hit 
points increase by 10 and each other player character’s 
maximum hit points increase by 1. 


Toughness 

Requirements: Endurance 5. 

Your DT increases by 1 and whenever you become 
frightened, you can always choose to be frightened (fight). 
Repeat: If you take this perk again, your DT increases by 
1. 


Beyond the Sea 

Requirements: Endurance 5. 

Whenever you spend action points to move through water, 
you can spend 1 action point to move 5 feet instead of 10. 
Additionally, drinking dirty water does not give you any 
irradiated levels. 


Mad Dash 

Requirements: Endurance 5. 

Whenever you spend action points on your turn to sprint, 
you move 80 feet in a line instead of 50. 


Trailblazer’s Instinct 

Requirements: Endurance 5. 

When you start traveling, once per day you can roll a 
Survival skill check with the DC equal to 12. The DC 
increases by 2 if the route you are taking moves through 
difficult terrain, is longer than 3 days of travel, or is in 
unfamiliar territory. On a successful roll, you and each 
other creature you are traveling with move faster by 2 
miles per hour. Additionally, you have advantage on any 
encounter rolls. 
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Survivorship Bias 

Requirements: Endurance 5. 

Your know-how of other creatures and what they can do 
allows you to have an edge against them. Whenever you 
can sense another creature, so long as you have rolled 
combat sequence with the creature type and subtype 
before; you can spend 3 action points to learn either the 
hit point, stamina point, action point, AC, or DT total of any 
of them. Additionally, you can spend 6 action points to 
learn one of its attacks, or any weaknesses it has (if any). 
Repeat: You can take this perk up to a maximum of three 
times. Each time you take this perk you learn an additional 
Statistic, action, or weakness when using your action 
points. 


Grit 

Requirements: Endurance 6. 

Whenever you are dying, movement does not cost any 
extra action points and you gain an additional action point 
at the start of your turn. 

Repeat: If you take this perk again, you gain 2 additional 
action points at the start of your turn while you’re dying. 


The Long Road 

Requirements: Endurance 6. 

While traveling, you and each player character can travel 
an additional hour without gaining a level of exhaustion. 
Additionally, you gain all of your stamina points after 
resting for an hour instead of eight. 


Alive and Kickin’ 

Requirements: Endurance 6. 

Your energetic spirit can go the extra mile! You ignore the 
negative effects of the first three levels of exhaustion. 


Solar Powered 

Requirements: Endurance 7. 

Whenever you rest for at least an hour in direct sunlight, 
you gain temporary stamina points equal to your level. 
Additionally, you can use this solar power to charge your 
weapons. Whenever you roll damage, you can lose any 
number of temporary stamina points gained from this perk 
to increase the damage by an amount equal to the 
temporary stamina points lost. 


Roughin’ It 

Requirements: Endurance 7. 

You're more at home under the open stars than under a 
roof. Whenever you rest outside for at least 1 hour, you 
gain temporary hit points and temporary stamina points 
equal to your level for the next 8 hours. 

Repeat: You can take this perk up to a maximum of twice. 
When you take it again, each other creature of your choice 
who also rests with you gains the same bonus. 


Pure Determination 

Requirements: Endurance 8. 

When you fall to 0 hit points for the first time on a turn, you 
can flip one of your Karma Caps to heal a number of hit 
points equal to your healing rate. Additionally, you are 
immune to the shock condition. 


Quick Recovery 

Requirements: Endurance 8. 

You can spend 3 action points on your turn to heal a 
number of stamina points or hit points equal to your 
healing rate. Once you use this ability, you cannot use it 
again until you rest for at least 6 hours. Additionally, 
whenever you heal hit points, you gain a bonus equal to 
your Endurance modifier. 


Implant Y-7 

Requirements: Endurance 9. 

Your maximum hit points increase by a number equal to 
double your level. Additionally, your Healing Rate 
increases by 2. 


NEMEAN Sub-Dermal Armor 

Requirements: Endurance 9. 

You can spend 3 action points to activate your implant, 
when you do; you gain resistance to any three types of 
damage of your choice (acid, bludgeoning, ballistic, cold, 
electricity, explosive, fire, impact, laser, piercing, plasma, 
poison, radiation, or slashing) This lasts for 3 rounds (or 
15 seconds). After which, you cannot activate your implant 
again until you rest for at least 1 hour or roll combat 
sequence. 


Indomitable Spirit 

Requirements: Endurance 10. 

When you roll combat sequence, you and any creatures of 
your choice gain temporary hit points equal to your 
Endurance modifier. Additionally, you can spend 3 action 
points on a dying creature within 5 feet of you, if you do 
they succeed one death save. 
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PHOENIX Implant 

Requirements: Endurance 10. 

You can spend 3 action points to activate your implant, 
when you do; you heal a number of hit points at the start 
of your turn equal to your healing rate. This lasts for 6 
rounds (or 30 seconds). After which, you cannot activate 
your implant again until you rest for at least 1 hour or roll 
combat sequence. 

Repeat: You can take this perk up to a maximum of once. 


Charisma Perks 
"If you feel that war matters that much, perhaps you will 
see differently in time." 

- The Courier 


Savvy Salesman 

Requirements: Charisma 4. 

Whenever you purchase an item, the price is reduced by a 
percentage number equal to 2 x your Charisma ability 
score. 


Party Animal 

Requirements: Charisma 4. 

Nobody has a good time like you! You cannot become 
addicted to Alcohol and whenever you drink an alcoholic 
drink, you regain a number of stamina points equal to your 
level. 


Flaunt ‘n Taunt 

Requirements: Charisma 5. 

You're good at causing a scene! You can spend 3 action 
points on your turn to taunt a target creature. Roll a 
Charisma check, that creature must succeed a Charisma 
ability check with the DC being equal to your check total. If 
they fail; the next attack roll against the taunted creature 
that isn’t from you has advantage. Additionally on their 
next turn they can only target you with their attacks. If you 
try to taunt a creature you have previously taunted, they 
have advantage on their Charisma check. You cannot 
taunt a creature more than twice. 


Dealer's Choice 

Requirements: Charisma 5. 

You've got a way with selling even the most useless scrap. 
Whenever you sell an item, you can sell it for 75% of the 
price instead of 50%. 


Poker Face 

Requirements: Charisma 5. 

You are totally unreadable. Whenever you roll a Speech 
skill check and the result is lower than 9, the total is 
instead equal to 9 + your Speech bonus. Additionally, 
whenever you gamble in a game of cards or dice; you can 
add your Charisma ability score to the roll. 


Battle Cry 

Requirements: Charisma 5. 

You can spend 3 AP on your to encourage your allies, let 
out a battle cry, or otherwise instigate victory! Each 
creature of your choice within 20 feet of you gains 2 
additional action points to a maximum of 15. Additionally, 
each chosen creature gains advantage on their first attack 
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roll on their turn. Once you use this ability you cannot use 
it again until you roll combat sequence again. 


Animal Friend 

Requirements: Charisma 5. 

While in Combat, you will not be targeted by Animals or 
Insects unless all other targets are out of sight or 
unconscious. 


Synergizing Teamwork 

Requirements: Charisma 6. 

Whenever another party member fails an attack roll, you 
can flip one of your Karma Caps to add a bonus equal to 
your Charisma ability modifier. If the attack hits, the next 
creature to make an attack roll for the first time on their 
turn gains a bonus equal to your Charisma ability modifier 
plus 1. This ability continues to trigger until a party 
member misses their first attack roll on their turn. 


Ferocious Loyalty 

Requirements: Charisma 6. 

The power of your personality inspires die-hard loyalty 
from your followers. When you first take damage to your 
hit points, your party members can regain all their stamina 
points so long as they can sense you. Once this ability 
triggers it doesn’t trigger again until you rest for at least 8 
hours. 

Repeat: Once a player character has taken this perk, it 
cannot be taken by any other characters. 


Back to Back 

Requirements: Charisma 6. 

Shoulder to shoulder. When you roll combat sequence, 
choose one ally. When you and that ally are within 5 feet 
of each other, you and that ally gain the following benefits; 
Your AC increases by 1, your DT increases by 2, and 
whenever either you or the chosen ally take damage, 
either you or that ally can choose to reduce that damage 
by half. Then, they take the same amount of damage. 
Repeat: Once a player character has taken this perk, it 
cannot be taken by any other characters. If you take this 
perk again, the AC bonus increases by 1, the DT bonus 
increases by 2, and whenever you or that ally take 
damage, either you or that ally can choose to reduce that 
damage to 0. Then, they take the damage instead. 


Big Ego 

Requirements: Charisma 7. 

With all that charm, even YOU know why you’re so great! 
Your Party Nerve modifier is doubled for you. 


Inspiring Action 

Requirements: Charisma 7. 

You can spend 3 AP on your turn to inspire a creature 
within 30 feet. That creature can add 2d10 to any d20 roll 
they make for the next minute. Once they use the 2d10, 
they cannot use it again. Once you inspire a creature, you 
cannot inspire them again until the next day. 


Terrifying Presence 

Requirements: Charisma 7. 

During the first round of combat, regardless if you are first, 
you intimidate your opponents with threats. Each enemy 
that can see you in the combat sequence with an 
intelligence higher than 2 must becomes frightened (see 


page #). 


Legend of the Wastelander 

Requirements Charisma 8. 

Stories of you are heard from around the wasteland. Your 
Party Nerve negatively affects any enemies’ Stamina 
Points that you are in combat with. Yes, even if they’re a 
creature incapable of comprehending the idea of a legend. 


Empowering Personality 

Requirements: Charisma 8. 

You lead by example, whenever another creature within 
30 feet of you deals damage from an attack roll; you can 
flip one of your Karma Caps to increase the damage by a 
bonus equal to double your Charisma ability modifier. 
Additionally, whenever another creature takes damage to 
their hit points, you can flip one of your Karma Caps to 
reduce this damage by an amount equal to double your 
Charisma ability modifier. 


Commander 

Requirements: Charisma 9. 

You can spend 3 AP to give any allied creature within 60 
feet of you a command. That creature immediately gains 6 
AP to complete the described action immediately. These 
action points do not remain or are not recycled after the 
command is completed. 


Cunning Strategist 

Requirements: Charisma 9. 

Whenever another player character flips their Karma Cap 
back over when they roll a 1 on a d20 or if they are hit with 
a critical hit, you can also flip over your Karma Cap. 
Repeat: You can take this perk up to a maximum of twice, 
when you take it again; whenever another player character 
flips their Karma Cap back over when they roll a 1ona 
d20 or if they are hit with a critical hit, you can choose for 
another player character to flip over their Karma Cap. 
Celebrity 
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Requirements: Charisma 10. 

Everybody knows who you are! People around the 
wasteland go crazy just to meet you! You get free drinks at 
bars and you have a permanent 20% discount on all 
items. Whenever you meet an NPC who isn’t hostile, in 
neutral standing towards you, or directly affiliated with a 
faction; you may roll a Luck check with the DC equal to 30 
- your Speech or Barter skill bonus. On a success, the 
NPC knows who you are. You gain advantage on all 
Charisma based skill checks with this NPC. Additionally, 
you can lose your Karma Cap to have this NPC follow you 
and your party. Obeying orders from you (within reason), 
but won’t outright hurt or kill themselves. If you dismiss 
this NPC, or they die; you gain your Karma Cap back at 
the beginning of the next game session. 


Stand and Fight 

Requirements: Charisma 10. 

Whenever another creature within 30 feet of you fails a 
death save and dies, you can turn that roll into a success. 
Once you use this ability on a creature, you cannot use it 
on them again until you roll combat sequence. 


Intelligence Perks 
"Success depends on forethought, dispassionate 
calculation of probabilities, accounting for every stray 
variable." 

- Robert House 


Retention 

Requirements: Intelligence 4. 

Whenever another player character succeeds a Barter, 
Breach, Crafting, Intimidation, Medicine, Science, Sneak, 
Speech, or Survival skill check, you gain a +3 to that skill 
check the next time you roll it (up to a maximum of +3). 
Additionally, whenever you read a Skill Magazine, its 
effects last for 8 hours instead of 1. 


Math Wrath 

Requirements: Intelligence 4. 

Whenever you make a targeted attack, you can spend half 
the amount of additional AP (rounded up). Additionally, 
you can make a special attack with a ranged weapon on 
your turn called a Calculated attack. This attack costs 6 
action points regardless of the weapon’s action point cost. 
When you make a Calculated attack, you can target a 
creature behind cover or otherwise out of sight so long as 
there is a plane or surface in which your projectile can 
ricochet off of (up to GM’s discretion). When you roll 
damage from a Calculated attack, the damage is reduced 
by 1 for every 10 feet the projectile travels after 
ricocheting. 


Adroit Alchemist 

Requirements: Intelligence 5. 

You understand the complex formulae of chems and can 
now alter them to change their effects. Whenever you craft 
a Chem, you use one less material listed in the crafting 
materials to a minimum of one. You can also make any 
Chem potent or diluted so long as you use one of the 
materials listed in the crafting materials. A potent Chem’s 
effects are doubled, however the addiction DC is 
increased by 2. A diluted Chem’s effects are halved, 
however you cannot become addicted to a diluted Chem. 


Patch Up 

Requirements: Intelligence 5. 

You can heal a creature up to their healing rate. Once you 
heal in this way, that creature can only be healed again 
after resting for at least 8 hours. 
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Explorer 

Requirements: Intelligence 5. 

Whenever you rest and gain a bonus of XP after having 
discovered new locations, you gain an additional 50% 
bonus of XP. Additionally; you can learn the direction and 
distance of any three named locations, to the GM's 
discretion. 


Weatherboy! 

Requirements: Intelligence 5. 

You always know which way is north, what the weather will 
be for the next three days, and whether the area you’re 
traveling in is populated or empty (which determines 
encounters). 


On-the-Go Mechanic 

Requirements: Intelligence 5. 

Whenever you craft an item, you no longer need a 
workbench. However, you need to keep your tools on you. 
Your tools are 5 Load. 


Light Touch 

Requirements: Intelligence 6. 

You know how to specially craft your armor to fit you to 
grant you more flexibility and protection. When you take 
damage and are reduced to 0 hit points, your Armor only 
decays 1 level. Additionally; whenever you take damage to 
your hit points, you can have your armor absorb the blow. 
The damage is reduced to 0 but your armor decays by 1 
level for every 10 damage absorbed. 


Chemist 

Requirements: Intelligence 6. 

You know exactly what they put in those chems. The 
duration of any chems you take last twice as long and you 
have advantage on resisting addiction. 


Efficient Munitions 

Requirements: Intelligence 6. 

Whenever you craft any type of ammunition, the attack 
and damage rolls made with this ammunition are 
increased by 2. Alternatively, you can forgo this bonus to 
instead; double the amount of ammunition you craft 
whenever you craft any type of ammunition. 


Nerd Rage! 

Requirements: Intelligence 7. 

You've been pushed around long enough! Whenever you 
start your turn with less than half your total hit points, your 
DT increases by 2. 


In Shining Armor 

Requirements: Intelligence 7. 

You've upgraded your armor with reflective material. You 
have resistance to laser and plasma damage. Additionally; 
each time you are hit with laser or plasma damage; roll a 
Luck check. On an 19 or higher the beam refracts and hits 
the attacker, dealing the same damage to them. 


Computer Whiz 

Requirements: Intelligence 8. 

Whenever you fail a Breach skill check on a computer, you 
can spend 10 minutes to automatically succeed the check 
instead (up to GM’s discretion). 


Robotic Expert: 

Requirements: Intelligence 8. 

You ignore 2 points of damage threshold when dealing 
damage to Robots. Additionally, you can attempt to shut 
down robots with a successful Science check, the DC is 
equal to the Robots Intelligence score + 10. You cannot 
shut down robots if you are in combat with them. 


Quick Repair 

Requirements: Intelligence 9. 

You can spend 6 action points to Quick repair. Quick 
repair removes two levels of decay from an item. Once 
you Quick repair, you cannot do it again until you rest for 
at least 8 hours. 

Repeat: You can take this perk up to a maximum of three 
times. When you take it again you can Quick repair an 
additional time per 8 hour rest. 


Remedial Atomizer 

Requirements: Intelligence 9. 

You can spend 6 action points and two stimpaks to cause 
each non-robotic creature within 20 feet of you to regain 
hit points equal to their healing rate. Alternatively, you can 
spend 6 action points and two robot repair kits to cause 
each robotic creature within 20 feet of you to regain hit 
points equal to their healing rate. 

Repeat: You can take this perk up to a maximum of twice. 
If you take this perk again, you can use four stimpaks or 
robot repair kits to have each creature heal double their 
healing rate. 


Overcharge 

Requirements: Intelligence 10. 

When you spend action points to make an attack roll with 
a ranged weapon, you can spend up to 3 additional AP to 
add a number of additional damage dice to the damage. 
The number of additional damage dice that are added is 
equal to the amount of extra AP spent. You can only use 
this ability once per turn. 
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Expert Engineer 

Requirements: Intelligence 10. 

Whenever you craft an item, you use two less materials for 
each material listed to a minimum of one. 


Agility Perks 
"Enthusiasm will only get you so far!" 
- Vault Tec Instructional Video 


Quick Draw 

Requirements: Agility 4. 

Whenever you spend action points to equip or stow an 
item, it costs 2 less to a minimum of 1. 


Action Hero 

Requirements: Agility 4 

Your action point maximum increases by 2 to a maximum 
of 15. 


Fan the Hammer 

Requirements: Agility 5. 

Whenever you attack with a revolver, you can flip one of 
your Karma Caps and spend 10 AP to make a number of 
additional attacks without spending any additional AP, the 
target of these attacks must be within 10 feet of the 
previous target. The number of attacks you can make is 
equal to the rounds you have left in the revolver. 


Rapid Reload 

Requirements: Agility 5. 

Whenever you spend AP to reload or take cover, it costs 
you 3 less to a minimum of 1. Additionally, wnen you 
reload a weapon that has Manual Reload, you can spend 
1 AP to reload three rounds. 


Reaction Reactor 

Requirements: Agility 5. 

If you end your turn with at least 3 unused action points, 
you can use them at the end of another creature's turn. If 
you do not use them, you recycle all of them at the 
beginning of your next turn. 


The Dance 

Requirements: Agility 5. 

Whenever you roll damage from an attack made with a 
bladed melee weapon, you can choose to add your Agility 
ability modifier to the damage instead of your Strength 
ability modifier. 


Nimble Dash 

Requirements: Agility 5. 

Whenever you spend action points on your turn to sprint, 
you do not stop your movement when small barriers block 
you. Instead you can spend 10 feet of that movement to 
vault over or slide under the barrier. Additionally, if you 
spent all of your action points on a turn to sprint, all attack 
rolls made against you have disadvantage until the start of 
your next turn. 
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Evasive Action 

Requirements: Agility 5. 

Whenever you take damage to your stamina points for the 
first time after rolling combat sequence, the damage is 
reduced to 0. 


Gunslinger 

Requirements: Agility 6. 

Whenever you make an attack roll with a handgun, add 2 
to the result. Additionally, whenever you hit a creature with 
a targeted attack roll to the head with a handgun, you can 
flip one of your Karma Caps to turn the hit into a critical hit. 
Once you use this ability, you cannot use it again until you 
roll combat sequence again. 


And Stay Back 

Requirements: Agility 6. 

Whenever you deal damage to a creature with a shotgun, 
you ignore 2 points of DT. Additionally, the target is within 
5 feet of you; you can choose to knock them back 15 feet 
away from you. 


Multitarget Hotshot 

Requirements: Agility 6. 

Whenever you hit a creature with a ranged attack, your 
next ranged attack roll is increased by 2 so long as you 
target a different creature. After this second attack, if you 
target a different creature than the previous two attacks, 
the attack roll is increased by 4. After this third attack, you 
cannot gain the initial increase of 2 until you make another 
ranged attack. Clarification: You can make one normal ranged 
attack, then if you target another creature, you get +2. If you 
target another different creature, you get +4. Then, the bonus 
resets. You need to attack a creature without this perk’s bonus to 
start the +2 to +4 cycle again. Further clarification, you do not 
need to make these attacks all on one turn. 


Ninja 

Requirements: Agility 7. 

You can spend 5 action points on your turn to perform a 
spinning attack, this attack targets 3 creatures that are 
within 5 feet of you and acts as an unarmed attack. 
Additionally, whenever you attack with a melee weapon or 
unarmed attack; your crit chance decreases by 2. 


Concentrated Fire 

Requirements: Agility 7. 

Whenever you hit with a targeted attack roll, you can 
choose the limb condition. Additionally, your attack rolls 
against creatures are increased by 2 for each limb 
condition they have. 


Mister Sandman 

Requirements: Agility 8. 

Bring me a dream! If you attack an unconscious creature, 
they die. 


Ranger’s Deadly Aim 

Requirements: Agility 8. 

If you are the first to act in combat sequence, you can 
choose for your first attack roll to critically hit or, you can 
attack up to three times without spending any AP. 


Group Camouflage 

Requirements: Agility 9. 

Your Group Sneak score is equal to 20, as are any allies 
within 30 feet of you. 


Efficient Speedster 

Requirements: Agility 9. 

You recycle all your unused Action Points at the start of 
your turn, additionally whenever you sprint you can turn 
your direction once and continue sprinting. 


Anticipated Reflexes 

Requirements: Agility 10. 

Whenever an attack beats your AC and hits you, you can 
choose to spend 3 Action Points to increase your AC by 1, 
6 Action Points to increase your AC by 2, or 9 Action 
Points to increase your AC by 3. However, at the start of 
your next turn you will regain less Action Points equal to 
the amount you spent. 


Nerves of Steel 

Requirements: Agility 10. 

At the start of each of your turns, so long as your hit point 
total isn’t below half, you regain stamina points equal to 
half your level (rounded down). 
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Luck Perks 
"| know all that karma stuff is bull. Because no one like me 
should be this lucky." 

- Hancock 


Scrounger 

Requirements: Luck 4. 

Whenever you make a Luck ability check to determine the 
loot you find, you can roll two checks and choose which 
result to take. 


Big Crits 

Requirements: Luck 4. 

The critical hits you cause in combat are more 
devastating. If you roll a 20 on an attack roll with a 
weapon, you critically hit and the crit’s damage is doubled. 


Bloody Mess 

Requirements: Luck 5. 

Whenever you deal damage with a weapon, the damage 
increases by 2. Additionally, wnenever you reduce a 
creature to 0 hit points with a weapon attack, roll a Luck 
check with the DC equal to 20. If you succeed, the 
creature’s body bursts. Each creature of your choice within 
30 feet of the explosion becomes frightened for 1 round. 


Fortune Finder 

Requirements: Luck 5. 

When you take this perk, you suddenly come into 
possession of 800 caps! Additionally, whenever you find 
bottle caps, you find a number more equal to your Luck 
ability modifier. 


Make it Double 
Requirements: Luck 5. 
You gain an additional Karma Cap. 


It Just Works 

Requirements: Luck 5. 

Whenever any of your weapons or armor would gain a 
level of decay, roll a Luck check with the DC equal to 12 + 
the current levels of decay on the weapon or armor. If you 
fail, the weapon or armor gains a level of decay. If you 
succeed the weapon or armor still gains a level of decay, 
but this level of decay doesn’t apply any negative effects 
for as long as you have it. 

Repeat: You can take this perk up to a maximum of twice, 
if you take it again; whenever you succeed the 
aforementioned Luck check, the weapon or armor gains 
no levels of decay instead. 
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On a Fluke! 

Requirements: Luck 5. 

Whenever you or another party member misses an attack, 
or fails an ability or skill check; you can flip one of your 
Karma Caps to turn it into a success (at GM’s discretion). 


Grim Reaper's Sprint 

Requirements: Luck 6. 

Whenever you bring a creature to 0 hit points with a 
targeted attack, you immediately gain 8 action points. If 
you bring another creature to 0 hit points with a targeted 
attack on the same turn, you immediately gain 6 action 
points. If you bring a third creature to 0 hit points with a 
targeted attack on the same turn, you immediately gain 4 
action points. 


Spray and Pray 

Requirements: Luck 6. 

You can liberally blast areas with reckless abandon. 
Whenever you make a blind attack, you have advantage 
on the attack roll. Additionally, the blind attack DC is 
halved. 


Randomizer 

Requirements: Luck 6. 

Whenever you craft or repair an item, you can randomly 
choose one of the required materials, the required material 
is reduced by an amount equal to your Luck ability 
modifier to a minimum of 1. The required material is also 
replaced by a randomly chosen junk material. Additionally, 
whenever you consume a food, drink, or chem, you can 
choose to roll a Luck ability check with the DC equal to 15, 
if you succeed; one random food, drink, or chem property 
is added to the consumed food, drink, or chem. 


Critical Banker 

Requirements: Luck 7. 

Whenever you roll a critical hit, you can choose to deal no 
extra damage. If you do, you gain a temporary karma cap 
that you lose when flipped. If you use this temporary 
karma cap on an attack roll, the attack is automatically a 
critical hit. You can only have a maximum of one 
temporary karma cap. 


Ricochet 

Requirements: Luck 7. 

What goes around comes around! Whenever another 
creature makes an attack roll against you, and they roll a 
1, the attack hits them instead. Additionally, whenever 
another creature makes an attack roll within 30 feet of you, 
you can flip one of your Karma Caps to turn the attack 
roll’s result into a 1. 

Mysterious Stranger 


Requirements: Luck 8. 

You have the protection of the wasteland’s guardian angel. 
Choose a number from 2 to 19. Whenever you make an 
attack roll and the result is the chosen number, the 
Mysterious Stranger appears! When he appears, roll a d20 
(you can choose to add your Luck ability modifier to this 
roll) and consult the table below. 


Luck Effect 

Check 

1-9 The target of the attack roll takes ballistic damage 
equal to 2 x your level. 


10 - 20 The target of the attack roll takes ballistic damage 
equal to 3 x your level. 


21-24 Your attack becomes a critical hit. If it was already 
a critical hit; you do not roll your damage dice and 
instead deal the maximum amount on each dice. 


The target of the attack roll dies. 


Repeat: This perk can only be taken once and only by one 
player character. 


Dumb Luck 

Requirements: Luck 8. 

There is no sense to your life’s aptitude. Your full Luck 
ability modifier is added to all your skill modifiers instead of 
half. Additionally, whenever you flip your Karma Cap to 
gain advantage on an ability or skill check, you can add 
double your Luck modifier to the total. 

Repeat: You can take this perk up to a maximum of twice, 
if you take it again; all your skill modifiers increase by 2. 
Additionally, whenever you flip your Karma Cap to gain 
reroll an ability or skill check, you can add double your 
Luck modifier to the second roll. 


Been There, Done That. 

Requirements: Luck 9. 

Whenever you or an ally within 100 feet of you makes a 
Luck ability check, it is increased by 3. Additionally, 
whenever you gain XP you gain a bonus equal to a 5d10 + 
every player character Luck scored added together, then 
halved. 


Fortune Favors the Bold 
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Requirements: Luck 9. 

Whenever you or any other player characters flip your 
Karma Cap to gain advantage or a reroll on an ability 
check, skill check, or attack roll, physically flick and flip 
your Karma Cap. If it lands facing up then it stays facing 
up. 

Repeat: You can take this perk up to a maximum of once. 
If any other player character takes this perk, and if your 
Karma Cap lands face down; you can physically flip a 
number of times equal to the amount of player characters 
who have taken this perk past the first. 


Outrageous Advantage 

Requirements: Luck 10. 

Whenever you or any other player characters roll an ability 
check, skill check, or attack roll with advantage; you roll 
three d20’s instead of two and choose the highest result. 
Repeat: You can take this perk up to a maximum of once. 
If any other player character takes this perk, the amount of 
d20’s rolled with advantage increases by one. 


Never Tell Me the Odds 

Requirements: Luck 10. 

Whenever another creature hits you with an attack, you 
can flip one of your Karma Caps to turn the hit into a miss. 
Additionally, whenever you have the dying condition all 
attacks roll against you automatically miss. 


Race Perks 
"There were some side effects to the process. | seem to 
have hair again. And I've retained some muscle mass. 
The genetic resequencer needs more work.” 

- Virgil 


Cannibal 

Requirements: Human, Ghoul, or Super Mutant. 

You dine on the most taboo of meats. Whenever you 
consume the flesh of a human, ghoul, or super mutant that 
has died within the past 15 minutes, you heal a number of 
hit points equal to double your healing rate, once you heal 
in this way you cannot heal from it again until you rest for 
at least 8 hours. If you consume prepared human or ghoul 
flesh, you heal a number of stamina points equal to your 
level. 


Old World Gourmet 

Requirements: Human. 

Thanks to unclean living you've learned the secrets of the 
lounge lizards! Food and Drinks no longer give you 
Irradiated levels. 


Hunter’s Wisdom 

Requirements: Human, Ghoul, or Super Mutant. 
Whenever you take damage from attacks made from 
animals or insects, your DT increases by 2. Additionally, 
whenever you consume the meat of an animal or insect 
that has died within the past 15 minutes, you heal a 
number of hit points equal to your healing rate, once you 
heal in this way you cannot heal from it again until you rest 
for at least 8 hours. If you consume prepared animal or 
insect meat, you heal a number of stamina points equal to 
your level. 


Ghastly Scavenger 

Requirements: Human, Ghoul, or Super Mutant. 

You dine on the rarest and most refined of strange meats. 
Whenever you consume the flesh of an abomination that 
has died within the past 15 minutes, you heal a number of 
hit points equal to double your healing rate, once you heal 
in this way you cannot heal from it again until you rest for 
at least 8 hours. If you consume prepared abomination 
flesh, you heal a number of stamina points equal to your 
level. 


Computer Cousin 

Requirements: Robot or Synth, Level 5. 

Robots will not target you with attacks unless you are the 
only hostile target within 60 feet. Additionally, you have 
advantage on Breach skill checks with any computer. 


48 


Partition Reset 

Requirements: Robot or Synth, Level 10. 

Reduce any of your ability scores by 1, 2, or 3. You can 
increase any other ability score by the amount you 
decreased plus 1. 


Factory Reset 

Requirements: Robot or Synth, Level 10. 

When you take this perk, your character becomes 1st level 
and gains all the XP you previously had. You can rebuild 
your character and choose new traits, skills bonuses, 
ability scores, and perks. However, your memory is wiped 
and you remember nothing up to taking this perk. 


Determination is not a Malfunction 

Requirements: Robot or Synth, Level 10. 

You are immune to the frightened condition. Additionally, 
when you have unused action points at the end of your 
turn, you recycle all of them on your next turn. 


Human Perks. 


Nuclear Reactor 

Requirements: Human. 

While in an irradiated zone you have advantage on all 
ability and skill checks. Additionally, your AC increases by 
1, your DT increases by 2, and you gain temporary hit 
points equal to your level. 


Rad Absorption 

Requirements: Human. 

With the Rad Absorption perk, your radiation level slowly 
decreases on its own over time. Every time you sleep, and 
you are not in an irradiated zone, your rad level decreases 
by one. 


Rad-Tastic! 

Requirements: Human, Endurance 5. 

Your Radiation DC decreases by 3. Additionally, you 
ignore the negative effects of the first 3 levels of radiation. 


Atomic! 

Requirements: Human, Endurance 8. 

While in an irradiated zone, you gain additional action 
points equal to your Endurance ability modifier to a 
maximum of 15. If your action points are already 15, any 
actions you take that cost 4 AP or more instead cost 1 
less. 


Springboard Recovery 

Requirements: Human. 

On your turn you can spend 3 AP to heal a number of 
stamina points equal to your healing rate. Once you use 
this action, you cannot use it again until you rest for at 
least 6 hours. 


Ghoul Perks. 


Holey Moley 

Requirements: Ghoul. 

Your arms have some extra holes for aerodynamics! Once 
per turn, whenever you make an unarmed attack, you can 
spend 1 AP to make an additional one. 


Chem Resistant 

Requirements: Ghoul. 

You no longer suffer the negative effects of addiction to 
chems. Additionally, syringes have no effect on you unless 
they are a stimpak or chem. 


Eye for an Eye 

Requirements: Ghoul. 

Finger for a finger. Whenever another creature deals 
damage to your hit points for the first time on a turn, that 
creature becomes marked. The next time you attack and 
hit the marked creature, it is automatically a critical hit. If 
the hit was already a critical hit, the damage you deal is 
doubled. Once a creature becomes marked, another 
creature cannot become marked until you rest. 


Stitched Together 

Requirements: Ghoul. 

Your body has seen the worst the wasteland has to offer. If 
you ever lose any of your limbs, besides your head, you 
can spend 5 minutes reattaching the limb so long as you 
have a first aid kit and you still have the limb you lost. 
Additionally, you can spend 1 minute to heal a number of 
hit points equal to your healing rate. Once you heal in this 
way, you cannot do it again until you rest for at least 6 
hours. 


Savage Sprint 

Requirements: Ghoul. 

You can spend 3 action points on your turn to sprint 
instead of 5. Additionally, wnenever you long jump you can 
clear an additional 10 feet and whenever you high jump 
you can clear an additional 3 feet. 
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How do you do, fellow Ghouls? 

Requirements: Ghoul, Level 5. 

Feral Ghouls will not target you with attacks unless you 
are the only hostile target within 60 feet. Additionally, you 
have advantage on Speech skill checks with any ghoul. 


Can’t Put Me Down 

Requirements: Ghoul, Level 5. 

Your DT increases by 1 and you gain advantage on all 
Death Saves. If you already have advantage on Death 
Saves, you roll three d20’s and take the highest result. 


Reanimated 

Requirements: Ghoul, Level 10. 

While you are dying, your speed is not halved and you 
gain an additional action point at the start of your turn. 
Additionally, when you die; you immediately gain 20 action 
points. Once these action points are used, or your turn 
ends; you die. 


Robot Perks. 


Pain Train 

Requirements: Robot. 

Choo Choo! All aboard! You can charge into enemies and 
knock them off their feet. If you sprint through another 
creature's space that has a Strength score equal to or less 
than yours; they are knocked prone. 


Hardware Upgrade 

Requirements: Robot. 

You can choose any two weapons to become one of your 
Robot weapons, so long as you have the caps to 
purchase them, the materials to craft them, or own the 
weapons. 


Thick Plating 

Requirements: Robot, Level 8. 

Your AC and DT increase by 1. 

Repeat: You can take this perk up to a maximum of three 
times. 


Synth Perks. 


Adamantium Skeleton 

Requirements: Synth. 

You are immune to all limb conditions, and whenever you 
take damage to your hit points from a targeted attack; the 
damage is halved. 


Light Step 
Requirements: Synth. 
You never set off placed explosives or traps. 


Pump the Coolant 

Requirements: Synth, Level 5. 

You can spend 6 action points on your turn to heal a 
number of stamina points equal to double your healing 
rate. Once you use this ability, you cannot use it again 
until you rest for at least 8 hours. 


Super Mutant Perks. 


Reinforced Recovery 

Requirements: Super Mutant 

On your turn you can spend 6 AP to heal a number of hit 
points equal to your healing rate. Once you use this 
action, you cannot use it again until you sleep. 


Fine-Toothed Giant 

Requirements: Super Mutant 

You no longer suffer the effects of the “Bulky” racial trait. 
Additionally, wnenever you make a crafting check to repair 
an item, the DC is reduced by 5. 
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Wasteland Camel 

Requirements: Super Mutant 

You no longer require double the amount of water each 
day to avoid dehydration. Additionally, dirty water has the 
“hydrating” property for you. 


No Gods, No Masters 

Requirements: Super Mutant, Level 5. 

Super mutants will not target you with attacks unless you 
are the only hostile target within 60 feet. Additionally, you 
can 3 AP on your turn and choose one target super 
mutant within 60 feet of you. You learn that target’s total 
ability scores. 


Feel No Wounds 

Requirements: Super Mutant, Level 5. 

Your DT increases by 1. Additionally, if you end your turn 
with at least 6 AP; whenever you take damage to your hit 
points you can spend 6 AP to reduce the damage by half 
(rounded down). 


Evolution 

Requirements: Super Mutant, Level 10. 

Your AC increases by 1, your DT increases by 1, your hit 
points increase by a number equal to your level, and your 
stamina points increase by a number equal to your level. 
Additionally, choose one damage type. Whenever you 
take that damage type to your hit points, the total amount 
is halved (rounded down). 


Items and Cost 


‘If you're hurting for caps, I've also got boxes of surplus 
ammo in the miscellaneous section. They're not great, but 
you get what you pay for.” 

- Chet. 


Each item has an associated value listed on each table 
below. The cost of each weapon, armor, or item is a 
calculation of its merit, balance, and effectiveness within 
the confines of the game’s rules. The weapons rarity, its 
crafting complexity, decay, or its perceived value are not 
represented in these tables. It’s important that the GM 
determines the final price of any weapon to a player who 
wishes to purchase it. You can also use these following 
modifiers to decrease or increase the price of an item. 

Rarity. lf the item is extremely rare to find, or the 
materials used to craft it are also rare, or the blueprints to 
craft such an item are lost; increase its cost by 250%. 

If the item is somewhat difficult to get ahold of or the 
demand for this item is extremely high, double its cost. 

If the merchant has only a few of the item in stock, it has 
sentimental value, or otherwise is a cut above the average 
item without being too hard to get a hold of; increase the 
cost by half. 

If the item is easy to find, the merchant has a surplus, or 
the players are trying to barter for a better price; decrease 
the price of the item by 25%. 

If the item (for some reason) is particularly bountiful in the 
hundreds if not thousands, has little to no value toa 
merchant, or is perceived as being functionally broken; 
decrease the price by half. 

Decay Discount. For every level of decay an item has, 
its price is decreased by 10%. This can be an easy way 
for more expensive items to be acquired by a wastelander 
that’s light in the pockets. 


Armor 


“You will remain in this man's army until you are five 
hundred and ten years old! Which is the number of years it 
will take for you to pay for a Mark Il Powered Combat 
Armor you have lost!” 

- Sergeant Arch Dornan 


Due to the vastness of what could be considered armor, 
you have the option to wear just about anything and select 
the type of armor your vestments fall under. Use the 
descriptions and table below to decide what kind of armor 
you have. 
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Cloth. Cloth armor doesn’t provide much protection. 
However it lends its simplicity to being light and having the 
most amount of upgrade slots. Most vault suits are 
considered cloth armor. 

Leather. A jacket, fittings around the arms, knee pads, 
and boots all fall under leather armor. Leather isn’t very 
tough but can fit easily around one’s body. 

Metal. In the wasteland, you take what you can get. 
Metal armor is a combination of various pieces that have 
been welded or fitted around the body. Granting 
toughness but allowing less coverage. 

Multilayered. A combination of vestments. Layers of 
leather, cloth, tarp, metal, anything lying around to act as 
armor is considered multilayered. This armor provides 
maximum coverage but sacrifices toughness. 

Ballistic Weave. Bulletproof vests, kevlar, or military 
grade jackets. Ballistic weave is a pre-war synthetic fiber 
whose reproduction has been lost with the war. Extremely 
rare but provides the best of all armor aspects; coverage, 
toughness, and weight. 

Steel. Fitted plates of metal that cover the body like a 
knight provide a modern solution in the apocalypse for 
dealing with threats. steel maximizes coverage and 
toughness so long as you have the strength. 


Armor Class. A representation of how tough your 
armor is. Abbreviated to AC, while you wear armor your 
AC is equal to the number listed. Otherwise, your AC is 10 
and cannot be lower than 10 unless another ability 
specifies. \f an attack roll’s total is equal to or greater than 
your AC, you take damage. Armor with higher AC’s is 
made of stronger materials that completely protect you, 
though cover less of your body. 

Damage Threshold. The measurement of how much 
the armor protects you. Whenever you take damage to 
your hit points, the damage is reduced by a number equal 
to your DT. Armor with higher DT covers more of your 
body, protecting you from all attacks. Your DT can never 
be lower than 0. 

Carry Load and Strength Requirement. A 
representation of how heavy the armor is, and how much 
space it takes up. If you are wearing the armor, its load is 
halved. If you are wearing armor that you do not meet the 
Strength requirement for, you are slowed. 

Upgrade Slots. Armor can be customized with 
upgrades. The number of upgrades it can have is listed in 
the table below. Armor upgrades cannot be attached to all 
pieces of armor unless otherwise specified. (Example: a 
leather armor upgrade cannot be attached to steel armor) 
Additionally, ranks in an upgrade do not count against the 
armor’s slot total. 

Decay. (See page 76) 
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Slots | Load. and Upgrades 
STR Req. Upgrades can be crafted or purchased from certain 


vendors. When you have an armor upgrade you can 
spend 1 minute to attach it to your armor, or spend 1 


a minute to remove it. You can only have one type of armor 
Pie | Load: 15, upgrade on each set of armor. When you craft or purchase 


STR req: 1 an armor upgrade you cannot attach it to another set of 
armor unless it is of the same material unless otherwise 
4 Load: 20, - 
all STR req: 5 specified. 
Ranks. You can either craft or purchase a rank to your 
Pcile | Load: 40, upgrade which improves it. Each rank costs the base price 
SIR red: 3 of the upgrade. Each rank grants a new ability which adds 
on to the previous one. (Example: If you have a Rank 3 
Weave STR req: 3 upgrade, it has the abilities of Rank 1, 2, and 3.) You 
ae ia 5 5 ee cannot have a rank in an upgrade without first either 
Cc oad: 50, . . . 
fee” ete ees “es es ee | purchasing or crafting the previous rank. 


Upgrade Base 

Name Cost 

Camouflage 125c_ | You gain advantage on sneak You gain advantage on sneak While in dim light, you become 
checks relying on sight. Your checks relying on sound. Your shadowed. Your passive sneak 
passive sneak increases by 3. passive sneak increases by 3. increases by 3. 

Light 75¢ Load reduced by 5. Load reduced by 10 (minimum If you spend at least 4 AP on 
Strength req. reduced by 1. of 3). your turn to move, you can move 
DT reduced by 1. an additional 10 feet. 

175c | When you take damage from an_ | Your maximum stamina points You have advantage on combat 

area of effect, your DT is increase by a number equal to sequence rolls. If you already 
doubled. your level. have advantage, you gain a +5. 


Lead Lined Radiation DC decreases by 2. Radiation DC decreases by 2. Radiation DC decreases by 2. 


Load: 5, 
STR req: 1 


Strengthened | 410c | When you take damage from a When you take damage from a If you would gain a severe injury, 
critical hit, your DT increases by | critical hit, your DT increases by | you instead gain a random limb 
3. 5. condition. 

Sturdy 475c__| You ignore the negative effects You ignore the negative effects Your armor no longer decays 
of the first 2 levels of decay for of the first 4 levels of decay for from being damaged by a critical 
the armor. the armor. hit. 

Pocketed Your carry load is increased by i carry load is increased by og carry load is increased by 
10. 


+1 bonus to DT +1 bonus to DT +2 bonus to DT 
+1 bonus to AC +1 bonus to AC +1 bonus to AC 


Power Armor 


“Got... cooked by those flames, but... thanks to my power 
armor I'm still in one piece.” 
- Paladin Danse. 


Power Armor is heavy duty, hydraulically engineered, full 
body armor. Power Armor operates as an extremely 
complicated piece of machinery that opens from the back, 
allowing its operator to step inside and become enveloped 
by the thick metal plating, acting as a pilot to a tank-like 
suit. Adding about a foot to their height, and extending 
their limbs by about half a foot. Even the lower end models 
of Power Armor provide immense protection and power to 
its wearer. 

Operating Power Armor provides a list of benefits and can 
fundamentally change how your character operates, fights, 
and interacts with the world. The following abilities detail 
your benefits and requirements while operating any suit of 
Power Armor. 


Operation. |t costs 6 AP on your turn to enter or exit 
Power Armor. 

Defense Points. When you enter Power Armor you 
gain a new set of points called defense points 
(abbreviated to DP). Defense points operate similarly to 
stamina points; whenever you take damage you may 
subtract the damage from your defense points instead of 
your hit points or stamina points. However, defense points 
are not modified by any ability scores, instead the total you 
gain is a flat amount described in the Power Armor table 
below. If you exit Power Armor, you no longer have 
defense points. If any creature enters the armor, they gain 
defense points equal to the amount that previous user had 
when they exited. When your defense points hit 0, the 
Power Armor gains a level of decay and you regain 
defense points equal to its total. If the Power Armor has 10 
levels of decay, you no longer regain defense 
points.(Example: You have 15 DP. You take 20 damage. 
Your DP falls to 0, and the Power Armor gains a level of 
decay, you gain 15 more DP, and subtract the remaining 5 
for a total of 10 DP) 

Hydraulic Machine. Your Strength ability score is 
considered a 10 and your size is Large. 

Extended Limbs. When you attack with a melee 
weapon, the range is increased by 5 feet. If you spend at 
least 6 AP to move on a turn, you can move an additional 
15 feet. Additionally, if you sprint in Power Armor, you 
move double the distance. 

Calibrated Impact Servos. Standing up from prone 
only costs 1 AP and if you are subjected to an effect that 
would push you back or pull you, you move half the 


53 


distance you normally would. Additionally, you are 
resistant to impact damage. (Impact damage is any 
damage you would take from falling, being thrown, or 
something heavy falling on you.) 

Automatic Injector. You can use a chem or stimpak 
without spending any AP. 

Lead Plated Exoskeleton. You do not suffer any limb 
conditions and your limbs cannot be severed. Additionally, 
you are immune to Radiation. 

Oxygen Tank. You can breathe underwater, however 
you cannot swim and you sink at a rate of 100 feet each 
round. 

Upgrade Slots. Power Armor can be upgraded just 
like regular armor. The number of upgrades it can have is 
listed in the table below. (For more details on upgrades, 
see Power Armor Upgrades below). Unlike regular armor, 
Power Armor upgrades can be attached to all pieces of 
armor unless otherwise specified. 

Repair. Unlike other weapons and armor, levels of 
decay do not apply any negative effects to the armor or 
user (besides a loss in defense points) and Power Armor 
does not cease to function when it reaches 10 levels of 
decay. To repair any levels of decay from Power Armor, 
you must; spend at least 15 minutes per level of decay 
you attempt to repair, have the materials (5 steel, 3 
circuitry, 3 aluminum, and 3 adhesive), and rolla 
successful Crafting check against the DC listed in the 
Repair section. 

Carry Load and Strength Requirement. All Power 
Armor has a load of 100. If you are wearing the Power 
Armor, its load is equal to 0, Power Armor has no Strength 
Requirement as its interior chassis supports its user 
entirely. Even if you are missing limbs, you can still use 
Power Armor. 

Fusion Core. Power Armor requires a special type of 
condensed nuclear power called a Fusion Core to 
operate. It slots into its back and provides an allotted time 
of operation. You can spend 5 AP on your turn to replace 
the Fusion Core on a set of Power Armor. Once the 
allotted time is up, the Power Armor pulls power from its 
emergency reserves granting it a minute of operation. 
After the minute is up, the power armor uses its last 
amount of power to open its back to allow its user to exit 
the armor. Then, it ceases function. If necessary, you can 
choose to override this function to keep yourself in the 
power armor. However, while in this state you are grappled 
and restrained and you cannot escape unless your 
Strength score is equal to 20. Escaping in this way decays 
the Power Armor by 10 levels. 


Fusion Core Targeting. Unfortunately, Power Armor 
has one weakness; its fusion core is exposed to allow 
itself to cool. Any creature who can see the back of 
another creature that wears power armor can make a 
targeted attack against it. To make this targeted attack you 
must spend an additional 5 AP and the attack deals no 
damage to the armor or its operator and applies no 
condition. But, each time the fusion core has taken at least 
30 damage; it becomes overheated until the start of its 
operator's next turn (see Overheating below). 

Overheating. |f you spend more than 15 AP on a turn 
while you wear Power Armor, it overheats until the end of 
your next turn. When Power Armor first becomes 
overheated, or is overheated at the start of your turn; the 
armor must spend additional energy to cool itself and the 
fusion core, draining its energy significantly, losing 30 
minutes of its allotted time. If a fusion core only has 30 
minutes of its allotted time, and becomes overheated, the 
Power Armor ejects the user and ceases function. You can 
choose to override the automatic cooling so as to not lose 
any allotted time. However, if you do, the fusion core 
explodes at the end of your next turn. This explosion has a 
small radius of 20 feet and a large radius of 50 feet. All 
creatures and objects in the short radius take 20d10 
explosive damage, or half as much in the large radius. The 
Power Armor is destroyed, and if its user was still inside; 
they incinerate into carbon. Additionally, the area of the 
explosion becomes a Level 5 Irradiated Zone, decreasing 
in its level by 1 every 24 hours. 
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Power Armor Types and Statistics 


Base AC Slots | Repair | Allotted 
Cost Time 
Cae ee ae 


Power Armor Upgrades 

Upgrades can be crafted or purchased from certain 
vendors. (Crafting details are listed on the crafting table on 
page #) When you have an armor upgrade you can spend 
15 minutes to attach it to your armor, or spend 15 minutes 
removing it. 

Ranks. You can either craft or purchase a rank to your 
upgrade which improves it. Each rank costs the base price 
of the upgrade. Each rank grants a new ability which adds 
on to the previous one. /E: If you have a Rank 3 upgrade, 
it has the abilities of Rank 1, 2, and 3. 


Upgrade Name | Base 
Cost 


Explosive 1350c | Reduce explosive damage taken | Reduce explosive damage taken Reduce explosive damage taken 
Shielding by 5 by 10 by 15 


Prism 1800c | Reduce laser and plasma 
shielding damage taken by 5 


1800c | If you start your turn with less If you start your turn with less than 
than half your hit points, you can half your hit points, your DT 
spend 1 AP to move 10 feet. increases by 5 (only for damage 
Kinetic 2400c | You gain an additional AP at the 
dynamo start of your turn for each level of 
decay the power armor gained 
since your last turn. 


2400c | Spend 3 AP to activate or 
deactivate, each creature within 
10 feet of you takes 1d6 
electricity damage when you 
activate and at the start of their 


Reduce laser and plasma damage | Reduce laser and plasma damage 
taken by 5 taken by 10 


Emergency 
protocols 


against HP). 


Tesla Coils Electricity damage increases by 
1d6. For each round active, 
remove an additional 5 minutes 


from allotted time. 


Electricity damage increases by 
2d6. For each round active, 
remove an additional 10 minutes 
from allotted time. 


turns. For each round active, 
remove 10 minutes from allotted 


When you take damage from a The attacker takes another When you take damage from a 
melee attack, the attacker takes a | quarter (rounded down) of the melee attack, the attacker is 
quarter (rounded down) of the damage they dealt. (effectively knocked by 15 feet. 

damage they dealt. half of the total). 


Core Assembly | 2250c | Spending more than 18 AP on Spending more than 20 AP on Overheating requires 15 minutes 
your turn causes overheating your turn causes overheating of allotted time loss instead of 30. 
instead of 15. instead of 15. 

Jet Pack 6000c | You can spend 1 AP on your turn 
to fly 5 feet upwards. For every 5 
feet you fly you 


Sensor Array 4500c | Passive sense increases by 5. Passive sense increases by 5. Passive sense increases by 10. 


VATS matrix Whenever you make a targeted Whenever you make a targeted 
overlay attack roll, reduce the additional attack roll, reduce the additional 
AP cost by 1. AP cost by 1. 


Internal 2400c | If you can see a creature, you 

database can spend 6 AP on your turn to 
learn its HP total, SP total, AC, or 
DT. 


creature at a time. Whenever you 
deal damage to a marked 
creature, you deal an additional 


Targeting HUD | 1800c | If you can see a creature, you You can mark up to two more Whenever you deal damage to a 

can spend 3 AP to mark it. You creatures. marked creature, you deal an 

can only have one marked additional die of damage. 
die of damage. 


headlamp shines bright light in a turn on this light while in 
40 foot cone and dim light for an darkness, each creature within 5 
additional 40. feet of you becomes blinded for 


one round. 
Rusty knuckles | 100c If you hit a creature with an 
unarmed attack, they bleed. 


Optimized 1700c | You can spend 6 AP on your turn | The damage increases by 1d6. The damage increases by 1d6 
bracers to make a powerful unarmed and pushes targets 15 feet back. 


Headlamp 250c You can spend 1 AP on your turn | The bright and dim light both The bright and dim light both 
to turn on your headlamp. The shine an additional 10 feet. shine an additional 10 feet. If you 


attack that deals 2d6 bludgeoning 
damage. 


Calibrated 1000c | Carry Load increases by 15. Carry Load increases by 15. Carry Load increases by 20. 
Shocks 


Overclock 1950c | While overheated, your maximum | You can spend 3 AP to overheat Your maximum AP increases by 2. 
Hydraulics AP increases by 2, you have the fusion core. 
advantage on all attack rolls, you 
can move 15 feet with 1 AP, and 


Explosive vent 


Super Mutant 
Fitting 


your unarmed attacks deal an 
additional 3d6 fire damage. 


If you fall at least 15 feet, when 
you hit the ground you can 
choose to activate this upgrade. 
Each creature within 20 feet of 
you takes 3d6 fire damage and 
3d6 explosive damage. Remove 
20 minutes from the armor’s 


The fire and explosive damage 
each increase by 1d6. 


allotted time each time you 
activate this upgrade. 


The armor is modified and fitted 
to allow a super mutant to use it. 
However, humans and ghouls 
can no longer use the armor. 
Once this upgrade has been 
added, it requires the same price 
or crafting materials to remove it. 


The radius increases by 10 feet. 


Melee Weapons 
“Bleed! Bleed and die!” - A super mutant. 


Melee weapons range from a shiv, to a baton, to the 
powerful super sledge, to the mechanical ripper. Anything 
you can hold in your hands and swing, jab, or whack with 
is a melee weapon. The table below lists many melee 
weapons used in the wasteland, but you can always 
re-flavor a melee weapon to something else if you like the 
statistics. There are four types of melee weapons; bladed, 
blunt, mechanical, and unarmed. They are divided into 
different tables below. If a perk, ability, or modification only 
operates with a certain type of melee weapon, reference 
which table it is under for its type. 


Attacking. To attack a target with a melee weapon, 
you must spend the appropriate action points listed in the 
weapons table. When you attack a target with a melee 
weapon, you must beat their AC in order to deal damage. 
Roll a d20 and add your melee weapons skill bonus. If 
your roll’s total is equal to or greater than the target’s AC, 
you deal damage. 

Action Points. (Abbreviated to AP) How many action 
points you must spend on your turn to attack with the 
weapon. The fewer the action points, the lighter and 
quicker the weapon is. 

Damage. When you attack with a melee weapon and 
beat the AC of your target, you deal damage to the target 
equal to the dice roll plus your Strength ability modifier. If 
your modifier is negative and reduces the damage to 0, 
you deal 1 damage instead. 

Range. All melee weapons have a range of 5 feet 
unless otherwise specified. 

Critical Hit Chance and Type. When you make an 
attack roll with a melee weapon and the result of the roll is 
equal to or higher than the number listed under in the 
critical hit section, you deal extra damage equal to the dice 
or modifier in the critical hit section. If an “x” is listed, this 
means the damage you deal is multiplied by the number 
next to the x. (Example: you attack with a knife and roll a 
20, you roll a 4 on the 1d6 damage dice and add your +2 
Strength modifier for a total of 6. The critical hit modifier is 
x3, so the critical hit damage is multiplied by 3 for a total of 
18 damage.) 

Special Properties. Some melee weapons have 
special abilities or conditions that apply when you attack or 
provide alternate ways to attack. Each one varies and 
should be read before wielding the weapon. Some have 
keywords which are detailed below under Melee Weapon 
Special Properties. 
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Carry Load and Strength Requirement. A 
representation of how heavy the weapon is, and how 
much space it takes up. If you attack with a melee weapon 
you do not meet the Strength requirement for; you have 
disadvantage on the attack roll unless you spend an 
additional 2 AP to attack with the weapon. 

Decay. All melee weapons gain a level of decay when 
you roll a 1 on an attack roll or if you throw a melee 
weapon that doesn't have the thrown property. 


Melee Weapon Special Properties. 

Ammo and Depleted. Weapons with these properties 
require certain types of ammunition or fuel to operate at 
full capacity, each listed next to the property name. You 
can deal the damage listed in the Damage section of the 
weapon so long as you have rounds available in the 
weapon. If you attack with a weapon that has this property 
and has no rounds left, you deal the damage listed next to 
the Depleted property. To load rounds into the weapon, 
you must have the required ammunition and you must 
spend 6 AP to reload. 

Breakable. The weapon gains a level of decay when 
you roll a 3 or lower on an attack roll. 

Clasp. When you deal damage to a creature's hit 
points with a weapon that has this property, the weapon 
clamps onto them and renders them unable to move away 
from you. The creature becomes grappled by you and any 
Strength or Agility ability checks made to escape this 
grapple have disadvantage. If the grappled creature is one 
size category larger than you, they are not grappled 
unless your Strength ability score is equal to 10. A 
creature two size categories, or larger, than you cannot be 
grappled in this way. 

Cleave. You can spend 3 additional AP when you 
attack with a weapon that has this property to also target 
two additional areas with the attack roll. These areas are 
as long as the weapons range and must be within 5 feet of 
the previously targeted area. Each creature or object in 
the area is attacked with the attack roll and takes damage 
if the attack beats their AC. If a single creature occupies 
both or all the areas, they are targeted by each attack; 
taking damage from all the attack rolls. If the weapon 
specifies it “always cleaves”, you do not have to spend the 
additional AP to make this special attack. 


Debilitating. When you deal damage to a creature's hit 
points from a targeted attack with a weapon that has this 
property, you roll twice on the conditions table and apply 
both conditions. If you roll the same condition twice, the 
effects stack. 

Defensive. If you block while holding this weapon, your 
DT increases by 2. 

Dismember. When you deal damage to a target 
creature’s hit points with a weapon that has this property, 
they gain a random arm or leg condition. If you deal 
enough damage to bring the target creature to 0 hit points, 
you may choose to sever their head or a limb. 

Durable. The weapon does not decay if you throw it or 
if you roll a 1 on the attack roll. 

Fragile. When this weapon gains a level of decay, it 
breaks and ceases function. 

Mangle. When you deal damage to a target creature’s 
hit points with a weapon that has this property, they gain 
the Bleeding condition. 

Reach. The range of the weapon is increased by 5 
feet. 

Revitalizing. You can spend 6 AP to target a dying 
creature with a weapon that has this property, if you do; 
the target creature gains 1 hit point. 

Slow. When you attack with this weapon, you do not hit 
your target until the start of your next turn. If your target is 


Bladed Weapons 


Base | AP Damage Critical Hit | Special Properties Load and 
Cost Strength Req. 
Shiv 65 3 AP | 1d4 piercing 20, x2. Fragile Load: 1 
STR req: 1 
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no longer in range, you miss your attack and deal no 
damage. 

Sturdy. The weapon does not decay if you throw it, 
and ignores the negative effects of the first 2 levels of 
decay. 

Thrown. When you attack with a weapon that has this 
property, you can throw the weapon a number of feet 
equal to your Strength score multiplied by the numbers 
listed in the table. The first number is the base range you 
can throw the weapon, the second number is the long 
range you can throw the weapon. If your target is within 
the second range increment, you have disadvantage on 
the attack roll. 

Two Handed. If you attack with a weapon that has this 
property with only one hand, you have disadvantage on 
the attack roll unless you spend 2 additional AP to attack. 
Alternatively, if your Strength ability score is greater than 
Strength requirement by at least 3, you can wield a melee 
weapon with the two handed property with one hand 
without having disadvantage on the attack roll. 

Unarmed. When you make an attack roll with a 
weapon that has this property, you add your unarmed skill 
bonus to the d20 roll instead of your melee weapons skill 
bonus. 

Weighted. When you roll a 1 on the damage dice with 
a weapon that has this property, it is a 2 instead. 


Switchblade 120c | 3AP | 1d6 piercing or | 20, x2. Fragile, Weighted Load: 2 
slashing STR req: 1 


iC i ‘ 
200c | 3AP | 1d6 piercing or 20, x3. Thrown, x3/x6 Load: 2, 
slashing STR req: 2 
Cc 


Combat Knife 220c | 3AP | 2d4 piercing or | 20, x3. 
slashing Applies 

bleeding. 
Throwing Knife 80c 4 AP | 1d4 piercing 20, x3. 
Applies 

bleeding. 


Sharpened Pole 85 5 AP | 1d4 piercing 20, x3. Fragile, Reach, Thrown: x6/x10. Load: 4, 
STR req: 2 
0 


195c | 4AP | 2d6 piercing or | 20, x2. Defensive. 
slashing 


Thrown, x4/x8. 
If thrown, damage die increases to 1d6. 


Thrown, x3/x8. Load: 3, 


STR req: 2 


Fragile. Load: 2, 


STR req: 2 


Load: 4, 
STR req: 3 


140c | 4AP | 1d10 piercing or | 20, x2. Reach, Thrown: x6/x10. Load: 2, 
slashing STR req: 2 


Plastic Bumper 265c | 6 AP | 3d6 slashing 20, x3 Two Handed. Cleave. Reach. Load: 10 

Sword STR req: 8 

Steel Bumper 415c | 6AP | 10d6 slashing 20, x3 Two Handed. Slow. Always Cleaves. Load: 30 

Sword Weighted. Reach. STR req: 10 

Cleaver 175c | 5AP | 1d6 slashing 20, x3 Debilitating. Weighted. Load: 2, 
STR req: 4 

Fire Axe 270c | 6 AP | 2d10 slashing 20, x3 Two Handed, Weighted, Sturdy. Load: 5, 
STR req: 6 

; i ix ti 
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165c | 4AP | 2d4 slashing 20, x3. Sturdy. Load: 3, 
Bleeding. STR req: 4 

Assaultron Blade | 225c | 5AP | 3d4 piercing or 20, x3. Sturdy. Defensive Load: 4, 
slashing Bleeding. STR req: 5 


200c | 4AP | 2d6 piercing 20, x3 Thrown: x4/x8 Load: 2 

STR req: 4 

Mr. Handy buzz 220c | 5AP | 1d10 slashing 20, x3. Weighted. Mangle Load: 4, 

blade STR req: 5 


160c | 5AP | 1d8 slashing 20, x3. Defensive. The first six times the weapon Load: 5, 
gains a level of decay you take 1 damage. STR req: 5 

130c | 4AP | 1d8 piercing 19, 20. Defensive. Debilitating. Load: 2, 
Applies STR req: 2 

bleeding. 

210c | 4AP | 2d4 slashing. 20, x4. Defensive. Sturdy. Load: 4, 
If you have two, you can ski. STR req: 5 

265c | 6 AP | 3d6 piercing 20, x3 Two Handed. Weighted. Sturdy. Load: 6, 
STR req: 6 

290c | 5AP | 4d4 piercing or 20, x3 Reach. Debilitating. Load: 5, 
slashing STR req: 3 

Blunt Weapons 


Base | AP Damage Crit Chance Special Properties Carry Load and 
Cost and type Strength 
Requirement. 
Police Baton 105c | 4AP 1d6 bludgeoning 20, 1d6 Sturdy. Load: 2, 
STR req: 1 
140c | 4AP_ | 2d4 bludgeoning 20, 4d4 Sturdy. Load: 3, 
STR req: 2 
Crowbar 335c | 6 AP | 2d10 bludgeoning 20, 4d10 Weighted. Durable. Defensive. Two Load: 18, 
Handed STR req: 6 
P . , 
P : 


Sledgehammer | 215c | 6A 1d12 bludgeoning 20, 3d12, Sturdy. Weighted. Two Handed Load: 22 
Dazed. STR req: 7 

Baseball Bat 200c | 5A 3d4 bludgeoning 20, 2d4, push _ | Weighted. Sturdy. Defensive. Two Load: 4, 
back 5 ft. Handed. STR req: 4 

Super Sledge 310c | 6AP_ | 3d12 bludgeoning 20, 3d12. Weighted. Two Handed. Load: 26, 
Dazed. STR req: 8 


130c | 5AP 1d8 bludgeoning 20. 1d6. Weighted. Two Handed. 
Prone. 
Dress cane 115c | 4AP 1d4 bludgeoning 20. 3d4. Defensive. 
Prone. 
Lead pipe 130c 1d8 bludgeoning 20. 1d6. Sturdy. Defensive. 
Rolling pin 125c 1d6 bludgeoning 20, 2d6. Weighted. Breakable. Defensive. 
Shovel 255c | 4AP_ | 3d4 bludgeoning or | 20, x3. Weighted. Two Handed. Defensive. Load: 8 
slashing. STR req: 4 
Tire iron 100c | 4AP 1d6 bludgeoning 20. 1d4. Weighted. 
Prone. 


If the target admits they are a communist, the 
weapon always critically hits. 


Load: 6, 
STR req: 3 


350c | 6 AP_ | 5d8 bludgeoning or Two Handed. Slow. Reach. 
slashing. STR req: 9 
Applies Dazed. 
100c | 4AP 1d10 bludgeoning 20, 1d10. Two Handed. Breakable. Load: 8, 
Deafens for 1 STR req: 6 
round. 


Mechanical Weapons 


Base | AP Damage Critical Hit Special Properties Carry Load and 
Cost Strength Req. 
Cattle Prod 210c | 4AP | 1d4 bludgeoning | 20. Dazed. Ammo: Energy Cells, 10 rounds. Load: 3, 
2d8 electricity. Depleted: 1d4 bludgeoning. STR req: 3 


Ripper 410c | 3AP | 3d8 slashing. 20. 1d8. Debilitating. Mangle. 
Ammo: Energy Cells, 10 rounds. STR req: 6 
Depleted: 1d4 bludgeoning. 

Chainsaw 670c | 6 AP | 6d8 slashing. 20. 3d8. Debilitating. Two-Handed. Mangle. | Load: 20, 
Ammo: Energy Cells, 5 rounds. STR req: 8 
Depleted: 1d8 bludgeoning. 


4d8 plasma 20. Applies severe Dismember. 
arm or leg condition. Ammo: Microfusion Cells, 5 


190c | 4AP | 1d8 slashing. 19, 20. Applies Debilitating. Mangle. 
bleeding. Ammo: Energy Cells, 20 rounds. 
Depleted: 1d4 piercing. 
Plasma Cutter | 750c | 5 AP 
rounds. Depleted: 1d6 
bludgeoning. 
Shishkebab 690c | 4AP | 2d6 slashing, 20, x2. Applies Debilitating. Dismember. 
2d6 fire. Burning. Defensive. 
Ammo: Flamer fuel, 10 rounds. 
Depleted: 2d6 slashing. 


Unarmed Weapons 
Damage Critical Hit Special Properties Carry Load and 
Strength Req. 
1d4 + 1 20, 4d4. Unarmed. Durable. Weighted. | Load: 3, 
bludgeoning. STR req: 5 
1d4 + 1 piercing. 19 - 20, Applies Unarmed. Load: 2, 
bleeding. STR req: 4 
1d4 bludgeoning. 20, 1d4. Applies | Defensive. Sturdy. Unarmed. | Load: 4, 
dazed. STR req: 3 


Base 
Cost 


Brass Knuckles 150c 


=| : 


AP 
4 


P 


P 


4 
4 AP 


3d6 piercing or 20, x2, Applies Unarmed. Debilitating. Load: 10 
slashing. bleeding Defensive. STR req: 5 


6 AP 


5 AP 


3d12 slashing. 20, 1d12 Unarmed. Debilitating. Load: 6, 

Mangle. Defensive. STR req: 5 

4d4 piercing. 20, x2 Clasp. Debilitating. Load: 20, 
Defensive. Mangle. Unarmed. | STR req: 8 

3d12 piercing. 20, x2. Clasp. Debilitating. Load: 40, 
Defensive. Mangle. Unarmed. | STR req: 10 


4 AP_ | 4d6 bludgeoning. 20, x2. Prone or | Unarmed. Debilitating. Load: 10, 
knockback 15 Weighted. Ammo, STR req: 6. 
feet. 20 rounds. Depleted: 1d6 

bludgeoning. 


A 
A 
A 
6 AP 
A 
A 
A 


6 AP 


Melee Weapon Modifications 
All melee weapons can be customized with the following 
modifications, whether or not a weapon can use the mods 
is up to your GM. You can purchase the mods for their 
base cost (to GM’s discretion), or you can craft them. 
Weapon Mod Limit. Melee weapons can only have 
one modification. Each modification can be switched for 
another with 5 minutes of time unless otherwise specified. 


Upgraded 


Light Build 


Sharpened, 
Serrated, or 
Barbed. 


55% of the 
weapon’s 
base cost. 


10% of the 
weapon’s 
base cost. 


30% of the 
weapon’s 
base cost. 


75% of the 
weapon’s 
base cost. 


25% of the 
weapon’s 
base cost. 


25% of the 
weapon’s 
base cost. 


50% of the 
weapon’s 
base cost. 


The weapon gains Durable. This 
modification is permanent and 
cannot be switched. 


The weapon gains Defensive and 
Two Handed. 

Its load is doubled and its Strength 
requirement increases by 1. 


The weapon’s AP increases by 1 to 
a maximum of 6, its load increases 
by half, and its Strength 
requirement increases by 1. 

The weapon gains Weighted. The 
weapon’s critical hit modifier or 
damage dice increases by 1. This 
modification is permanent and 
cannot be switched. 


Whenever you deal damage with 
the weapon and roll a 1 or a2 on 
the damage dice, the damage is 
increased by 2. This modification is 
permanent and cannot be switched. 


The weapon’s AP decreases by 1 to 
a minimum of 3, its load decreases 
by half, and its Strength 
requirement decreases by 1. 

The weapon gains Breakable. This 
modification is permanent and 
cannot be switched. 


The weapon gains Mangle. 


The weapon's critical chance 
decreases by 1. 
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Ranged Weapons 


“For the stranger there among them had a big iron on his 
hip y 
- Marty Robbins. 


Attacking. To attack a target with a ranged weapon, 
you must spend the appropriate action points listed in the 
weapons table. When you attack a target with a ranged 
weapon, you must beat their AC in order to deal damage. 
Roll a d20 and add your Guns skill bonus. If your roll’s 
total is equal to or greater than the target’s AC, you deal 
damage. 

Action Points. (Abbreviated to AP) How many action 
points you must spend on your turn to attack with the 
weapon. Ranged weapons with fewer action points are 
often lighter, easier to use, or fire quickly. 

Damage. When you attack with a ranged weapon and 
beat the AC of your target, you deal damage to the target 
equal to the dice roll plus your Agility ability modifier. If 
your modifier is negative and reduces the damage to 0, 
you deal 1 damage instead. 

Range. Ranged weapons each have a different range 
specified in the weapon tables below. To calculate a 
weapons range, multiply your Perception ability score by 
the numbers listed in the Range column. The first number 
is the weapons short range, and the second number is the 
weapons long range. You have disadvantage on attack 
rolls against targets who are beyond the short range of the 
weapon. Attack rolls against targets beyond the long 
range of the weapon only hit if you roll a 20. 

Critical Hit Chance and Type. When you make an 
attack roll with a ranged weapon and the result of the roll 
is equal to or higher than the number listed under in the 
critical hit section, you deal extra damage equal to the dice 
or modifier in the critical hit section. If an “x” is listed, this 
means the damage you deal is multiplied by the number 
next to the x. (Example: you attack with a knife and roll a 
20, you roll a 4 on the 1d6 damage dice and add your +2 
Strength modifier for a total of 6. The critical modifier is x3, 
so the critical damage is multiplied by 3 for a total of 18 
damage.) 

Ammo and Reload. Each ranged weapon requires 
ammunition of some kind to allow it to fire. You can attack 
with a ranged weapon so long as you have rounds 
available in the weapon. To load rounds into the weapon, 
you must have the required ammunition and you must 
spend 6 AP to reload. 

Special Properties. Some ranged weapons have 
special abilities or conditions that apply when you attack or 
provide alternate ways to attack. Each one varies and 
should be read before wielding the weapon. Some have 
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keywords which are detailed below under Ranged 
Weapon Special Properties. 

Carry Load and Strength Requirement. A 
representation of how heavy the weapon is, the amount of 
Strength you need to sustain the kickback, and how much 
space it takes up. If you attack with a ranged weapon you 
do not meet the Strength requirement for; you have 
disadvantage on the attack roll unless you wield the 
weapon with two hands and spend an additional 2 AP to 
attack with the weapon. 

Decay. All ranged weapons gain a level of decay when 
you reload it for the tenth time and when you roll a 1 on an 
attack roll unless otherwise specified. 


Ranged Weapon Types. 

Handguns. The trusty sidearm. Pistols, Revolvers, or 
hand cannons are types of Handguns. These weapons 
are light and accessible and don’t require two hands to 
operate. They don’t pack as much of a punch, or have 
extensive capability; but their simplicity lends to the user. 
Plus they come cheap and easy to manufacture. 

Submachine Guns. Compact and ready to spray lead 
with reckless abandon. Most smaller automatic weapons 
are categorized under Submachine Guns, or SMGs for 
short. These weapons fire lots of rounds quickly to 
dispatch enemies. Trading range and stability for speed. 

Rifles. From assault rifles to trail carbines, Rifles are 
highly precise and customizable. Useful for their range 
and precision, but lacking in speed. Most Rifles are large 
and require some Strength to use properly. 

Shotguns. The blast from a shotgun is heard all too 
often in the wasteland. Simple weapons used for 
dispatching enemies quickly, renown for destructive 
power. Range isn’t on the side of a shotgun, neither is 
speed, nor precision. All of which trades for sheer 
damage. 

Big Guns. Need something really dead? Rocket 
Launchers, Miniguns, and the renowned Fat Man are all 
considered Big Guns. These weapons have immense 
destructive power which are made for taking down scores 
of enemies at once. Though, they are a rarity to be found 
in the wasteland and their ammo is often scarce. However, 
if you have the capability to wield such a weapon; your 
enemies stand little chance. 

Energy Weapons. Highly technical equipment utilizing 
scientific methods of empowered elements rather than 
blasting small pieces of metal out of a cannon. In other 
words, laser guns. Most energy weapons aren't built like a 
typical gun and operate more like a tool rather than a 
firearm. Laser weapons have no recoil and only require 


you aim the laser blast in the direction of your target, 
which could potentially cause them to burst into flame. 
Plasma weapons fire a superheated green ball of energy 
that travel nearly ten times slower than a bullet, melting 
targets in its path. While Gauss weapons have magnetic 
coils mounted into the weapon that launch projectiles 
forward. These weapons special properties change much 
of how a ranged weapon is used, be sure to examine each 
one. 


Ammunition. 
Listed below are the different types of ammunition and 
their details. 

Cost. In the table below, the cost section lists the price 
for a single round of ammunition. Under each round type 
on the special ammunition tables, a modifier is listed. This 
modifier modifies the base ammunition cost and 
determines the cost of a single special ammunition. (For 
example 

Load. While every ammunition has a different size and 
weight, while organized together they can become less 
cumbersome. Any ten individual ammunitions are equal to 
1 load. 

Special Ammunition. There are certain kinds of 
ammunition that can be found or crafted in the wasteland. 
If your weapon meets the requirement, you can load the 
special ammunition into your weapon to apply a special 
property to the attack. When the special ammunition 
rounds are all used, the weapon loses those properties. 


Guns Ammunition 


10mm 4c Nails. 2c. 
(Pack of 5) 
12 gauge 5c Railway Spike 5c 


Energy Ammunition 

Energy weapons use a unique type of ammunition akin to 
batteries. Instead of each round being individually loaded 

into a magazine or chamber, energy weapons draw power 
from a single cell and turn it into blasts of energy. For 
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example, a single energy cell provides 30 rounds in a 
laser pistol. Meaning, to fire a laser pistol 30 times, you 
only require 1 energy cell. Meanwhile, a 10mm pistol can 
fire 12 rounds; you would need to acquire all twelve 
individual 10mm rounds. 


Type. Cost. Type. Cost. 
Cryo Cell 50c Fusion Core 200c 


Energy Cell 30c 2mm EC 40c 
Microfusion Cell | 35c Gamma cell 60c 


Heavy Ammunition 

Some weapons require unique types of ammunition that 
are much larger and heavier than others. These 
ammunition have a much higher load as a single unit 
rather than other types of ammunition. 


Special Ammunition (Guns) 


Type 
(Cost 
Modifier). 


Armor If the weapon’s damage is dealt toa 

Piercing creature’s hit points, it ignores up to 

(x3) 8 points of DT and the creature's 
armor gains a level of decay. 


Bean Bag The weapon’s damage is instead 12 gauge. 
(-50%) 1d4+1 and you do not add your 

agility modifier, if this damage dealt 

to a target creature’s hit points, they 

take one level of fatigue. Additionally, 

if a bean bag shot brings a creature 

to 0 hit points, they automatically 

heal 1 point unless the attack was a 

targeted attack to the head or eyes. 


The weapon's range modifiers are 
both increased by 4 and it loses its 
spread property. 


12 gauge, 
20 gauge. 


The weapon’s damage is increased 
by 3, ignores 3 points of DT, and its 
range modifiers are each increased 
by 4. However, the weapon loses its 
Spread property and after every 
second attack; the weapon gains a 
level of decay. 


12 gauge, 
20 gauge. 


Cap shot 
(x4) 


Dragon’s 
Breath 
(x2) 


Explosive 
(x6) 


Flechette 
(x2) 


FMJ, 
piercing 
(x3) 


Hollow 
Point 
(x4) 


JSP 
(x2) 


The weapon gains the Destructive 
and Mangle properties. The 
weapon’s damage ignores 2 points of 
DT. 


The weapon deals half as much 
damage but gains Incendiary. 


Each creature and object within 5 
feet of the target takes 3d6 explosive 
damage. The target falls prone 
unless their Strength ability score is 
greater than 10. 


The weapon’s damage total is 
reduced by 1 but ignores up to 6 
points of DT. 


The weapon’s damage is increased 
by 2. If this damage brings a creature 
to 0 HP, the attack also targets the 
next creature behind them in a line. 


If the weapon deals damage to a 
target creature's hit points, it deals 
extra damage equal to its critical hit 
damage. If the damage is subtracted 
by the target’s DT, the damage gains 
no critical hit bonus and is halved. 


12 gauge. 
12 gauge. 


.308 
.50 


12 gauge. 


The weapon gains Breakable and its | .308 
damage is increased by 3. 5mm 


Incendiary | The weapon gains Incendiary. 50 
(x4 Missile 


) 
Match 


Magnum 
(x3) 


The weapon’s damage is increased 
by 5, the short range modifier is 
reduced by 2. 


The weapon’s damage is increased 
by 3, ignores 3 points of DT, and its 
range modifiers are each increased 
by 2. However, after every second 
attack; the weapon gains a level of 
decay. 


50 
5.56mm 


12 gauge, 
20 gauge. 


Pulse Slug 
(x6) 


The weapon’s damage is instead 
1d4+2 and you do not add your 
agility modifier, if this damage dealt 
to a target creature’s hit points, they 
take one level of fatigue. Additionally, 
if a rubber bullet brings a creature to 
0 hit points, they automatically heal 1 
point unless the attack was a 
targeted attack to the head or eyes. 


The weapon’s range modifiers are 
each tripled and it gains the Accurate 
and Destructive properties. However, 
it loses its Spread and Powerful 
properties. 


The weapon gains the same effects 
as the Slug ammunition type. 
Additionally, when dealing damage to 
a Robot or a creature in Power 
Armor; the damage is doubled. 


Special Ammunition (Energy Weapons) 


Round Type 
Bulk 
(-50%) 


Optimized 
(x2) 


Overcharged 
(x3) 


Max Charge 
(x5) 


The weapon’s damage is 
reduced by 3. The weapon 
gains Durable. 


The weapon’s damage is 
increased by 1 and ignores 1 
point of DT. 


The weapon’s damage is 
increased by 2 and ignores 2 
points of DT. The weapon gains 
Breakable. 


The weapon’s damage is 
increased by 4 and ignores 4 
points of DT. The weapon gains 
Breakable and after every third 
attack; the weapon gains a level 
of decay. 


12 gauge, 
20 gauge. 


12 gauge, 
20 gauge. 


Energy Cell, 
Microfusion 
Cell 


Energy Cell, 
Microfusion 
Cell 


Energy Cell, 
Microfusion 
Cell 


Energy Cell, 
Microfusion 
Cell 
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Special Ammunition (Syringer) Ranged Weapon Special Properties. 

The Syringer is a special rifle that uses syringes for its Accurate. When you make a targeted attack roll with a 
ammunition. Target’s that are not robots or synths suffer weapon that has this property, you may choose the limb 
the effects from the loaded syringe if the attack roll hits condition instead of rolling for it. 

and deals damage to the target’s hit points. The different Arc. When you deal damage to a creature with a 

types of syringes that can be loaded into the weapon are weapon that has this property, the energy leaps to another 
listed below. nearby creature. Each creature within 20 feet of the 


Syringe Type cost [Efect previously damaged creature takes the same damage. 
The energy leaps so long as there is a new target within 
This syringe allows you to load it with 20 feet of the previous one. 


asiimpak, the target gains theroiiects Area of Effect. \WWhen you attack with a weapon that 
of the stimpak. ; 
has this property, you do not make an attack roll. Instead 


Chem Loader This syringe allows you to load it with you use the required ammo and any creatures or objects 
a chem, the target gains the effects of in range take the weapon’s damage when the attack hits. 


Stimpak 
Loader 


he en You do not add your Agility modifier to this damage. 
Target becomes poisoned for 3 turns Automatic. When you spend AP to attack with a 
and takes 1d6 poison damage at the weapon that has this property, you can make a number of 
start of each of their turns. additional attacks without spending any additional AP, the 


: ; target of these additional attacks must be within 10 feet of 
Target’s DT is reduced by 3 for 1 : e 
minute. the previous target and you do not add your agility 
modifier to the damage of the additional attacks. The 
Yellow Belly ee number of additional attacks you can make is listed in the 
ROHS (S2 Paes) special properties column. 


Berserk Target spends all of its AP on its next Automatic (Switch). A weapon with this property has 


Radscorpion 
Venom 


C 
C 
C 
Endangerol IC 
IC 


25 
25 
35 
40 
50 


turn to attack the nearest creature to two modes of fire, single shot and automatic. You can 
it. spend 3 AP to switch between the two modes. If you 


; . attack with the weapon while it is switched into its single 
Hemorrhage 75c¢ Target gains one level of Bleeding. . : 
shot mode of fire; the weapon functions normally and has 
Target becomes slowed for 2 turns. the special properties listed under Single shot. If you 
attack with the weapon while it is switched into its 
ae |e Target becomes Deafened for 3 automatic mode of fire; the weapon functions as if it has 
rounds. ; : 
the automatic property (see Automatic above) and has the 
Myopic Serum Target becomes Blinded for 3 rounds. special properties listed under Automatic. 


Breakable. The weapon gains a level of decay when 
Mind Cloud 175c | All creatures beyond 30 feet of the you roll a 3 or lower on an attack roll. 
target creature become invisible to F ; 
fhemfort minute. Charge. When you spend action points to make an 


attack roll with a weapon that has this property, you can 


Tranquilizer 500c_ | If the target’s endurance is a 4 or spend 3 additional AP to add one additional damage dice 
below, they fall unconscious for 1 to the damage. Alternatively, you can spend 6 additional 
hour. Otherwise, they become Dazed or . 
fortheik Next-twectume and fall AP to add two additional damage dice. Whenever you 
unconscious for 1 hour at the end of charge a weapon, you add your modifier twice to the 
their third turn. Creature’s dazed in damage total instead of once. 
hie ey Gary ule eonatuen Corrosive. When you deal damage to a creature with 
and prevent falling unconscious by ; : 
using any chem with the stimulant a weapon that has this property, they gain Corroded. 


property. Debilitating. When you deal damage to a creature's hit 
points from a targeted attack with a weapon that has this 
property, you roll twice on the conditions table and apply 
both conditions. If you roll the same condition twice, the 
effects stack. 

Defensive. |f you block while holding this weapon, your 
DT increases by 2. 


Destructive. When you roll a 1 on the damage dice 
with a ranged weapon that has this property, it is a 2 
instead. 

Durable. A ranged weapon with this property does not 
gain levels of decay when you roll a 1 on the attack roll. 

Electromagnetic. When a robot, synth, or creature 
made of inorganic material takes damage from a weapon 
with this property, the damage is doubled for them. 

Energy Weapon. When you attack with a weapon that 
has this property, you add your Energy weapons skill 
bonus to the d20 roll instead of any other skill bonus. 
Additionally, wnen you deal damage from an attack with a 
weapon that has this property, you add a bonus equal to 
your Perception ability modifier instead of any other ability 
modifier. 

Fragile. When this weapon gains a level of decay, it 
breaks and ceases function. 

Freezing. When a creature takes damage from a 
weapon with this property, they gain the Slowed condition 
until the end of their next turn. 

Incendiary. When you deal damage to a target 
creature’s hit points with a weapon that has this property, 
they gain the Burning condition. If an attack with a ranged 
weapon with this property misses, the projectile may land 
nearby and alight any flammable objects (up to GM’s 
discretion). Additionally, any flammable objects hit by a 
weapon with this property immediately burst into flames. 
(See ruling on Flames on page 97) 

Kickback. lf you hold a ranged weapon that has this 
property with one hand, both the short and long range are 
halved. 

Mangle. When you deal damage to a target creature’s 
hit points with a weapon that has this property, they gain 
the Bleeding condition. 

Manual Reload. When you reload a weapon with this 
property, you must spend 1 AP to load one round into the 
weapon instead of spending 6 AP. 

Powerful. When you deal damage to a creature within 
5 feet of you with a weapon that has this property, you 
deal extra damage equal to the crit damage. 

Quick Reload. Reloading a weapon with this property 
costs 4 AP instead of 6. 

Radioactive. When you deal damage to a target 
creature’s hit points with a weapon that has this property, 
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they must succeed a radiation check or take 1 level of 
rads. 

Semi-Automatic. If you spend AP to attack with this 
weapon directly after spending AP to attack with it on the 
same turn, you can make another attack without spending 
any AP. (Example: If you spend 4 AP to attack with a 
Laser Pistol on your turn, then you immediately spend 4 
AP to attack again with the Laser Pistol, you can attack 
again without spending any AP) 

Slow. When you attack with this weapon, you do not hit 
your target until the start of your next turn. If your target is 
no longer in range, you miss your attack and deal no 
damage. 

Slow Reload. Reloading a weapon with this property 
costs 10 AP instead of 6. If you and another creature are 
within 5 feet of the weapon, you can instead spend 5 AP 
to reload the weapon so long as they spend 5 AP on their 
previous turn to help you. If your maximum AP is 9 or 
lower and you reload a weapon with this property and 
another creature is not helping you; you must spend all 
your AP, then you must spend any leftover AP on your 
next turn to reload the weapon. 

Spread. When you attack a target in the second range 
increment of a weapon that has this property, you also 
target each creature and object within 5 feet of the target. 

Sturdy. A ranged weapon with this property ignores 
the negative effects of the first 2 levels of decay. 

Two Handed. If you attack with a ranged weapon that 
has this property with only one hand, you must spend an 
additional 2 AP. Otherwise you have disadvantage on the 
attack roll and after you attack you fall prone. Alternatively, 
if your Strength ability score is greater than Strength 
requirement by at least 3, you can wield a ranged weapon 
with the two handed property with one hand without 
having disadvantage on the attack roll or falling prone. 

Unstable. A weapon with this property gains a level of 
decay every five times you reload it instead of ten. 

Unwieldy. If you attack with a ranged weapon that has 
this property with only one hand; you have disadvantage 
on the attack roll. 
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Handguns 


Base | AP Damage | Range Critical Ammo and Special Properties Load and 
Cost Hit Reload STR Req. 

90c 4 AP 1d4 fire x4/x10 20, 1d4. Flare, 1 Incendiary. Load: 2, 
round. STR req: 1 

Acid Soaker 45c 4 AP 1 acid 30 ft. 20, 1d4. Acid, 20 Corrosive. Load: 4, 
rounds. STR req: 1 

Bolt-action Pipe 200c 6 AP 1d8 x7/x12 20, 1d8. .308, Breakable. Kickback. Load: 8, 
pistol ballistic 6 rounds Manual Reload STR req: 3 

2d4 x8/x16 19, 1d4. 10mm, Sturdy. Kickback Load: 10, 

ballistic 12 rounds STR req: 4 


5A 


Pipe pistol 165c 5 AP 1d4 x6/x10 20, 1d4. 9mm, Breakable. Kickback. Load: 8, 
ballistic 12 rounds Semi-Automatic. STR req: 3 


P i : 
5 AP 1d6 x8/x12 20, 1d6. 9mm, Kickback. Load: 6, 
ballistic 13 rounds. STR req: 3 
5.56mm pistol 335c 4 AP 1d8 x5/x16 20, x2 5.56mm, Manual Reload. Kickback. | Load: 8, 
ballistic 5 rounds. STR req: 5 
Pipe revolver 215c 5 AP 1d6 x6/x10 20, x2. 44, Breakable. Manual Load: 6, 
ballistic 6 rounds Reload. STR req: 4 
.357 Magnum 375c 5 AP 1d8 x6/x18 20, x3 357, Accurate. Manual Reload. Load: 6, 
revolver ballistic 6 rounds. STR req: 4 
.44 Magnum 515c 5 AP 2d8 x6/x14 20, x3 44, Accurate. Manual Reload. Load: 8, 
revolver ballistic 6 rounds. STR req: 4 
Walther PPK 400c 4 AP 1d10 x10/x14 20, 3d10. 10mm, Semi-Automatic. Kickback. | Load: 6, 
ballistic 12 rounds. STR req: 4 
12.7mm pistol 310c 5 AP 2d6 x5/x10 20, 1d6. 12.7mm, Semi-Automatic. Kickback. | Load: 10, 
ballistic 7 rounds. STR req: 6 
Ranger Sequoia 825c 6 AP 3d10 x6/x18 20, x3 .45-70 Gov't, | Accurate. Destructive. Load: 10, 
revolver ballistic 5 rounds. Manual Reload. STR req: 6 


Submachine Guns 

Base | AP Damage | Range | Critical Hit | Ammo and Special Properties Load and 
Cost Reload STR Req. 

H&H Tools nail 100c 6 AP 1 x3/x15 19, x3. Nails, 90 Automatic: 2. Two Load: 5, 
gun piercing rounds. Handed. Unstable. STR req: 4 

190c 6 AP 1d4 x4/x8 20, 1d4. 9mm, Automatic: 2. Two Load: 8, 
ballistic 30 rounds. Handed. Unstable. STR req: 5 

6 AP 1d6 x4/x8 20, 1d6. 10mm, Automatic: 2. Two Load: 12, 
ballistic 30 rounds. Handed. Unstable. STR req: 5 
7 } 3 


Tommy Gun 300c 1d6 xX4/x7 20, 1d6. 45, Automatic: 4. Two Load: 14, 
ballistic 50 rounds Handed. Unstable STR req: 6 
1d10 x5/x8 20, 1d10. 12.7mm, Automatic: 5. Two Load: 10, 
ballistic 21 rounds. Handed. Unstable STR req: 6 


12.7mm SMG 
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Rifles 


Base | AP Damage Range _ | Critical Ammo and _ | Special Properties Load and 
Cost Hit Reload STR Req. 


Syringer 130c 5 AP | 1 piercing x3/x6 20, deals Syringe, Accurate. Powerful. Load: 8, 
damage to | 1 round. STR req: 2 
hit points. 

Lever Action Rifle | 455c 5 AP | 2d6 ballistic | x6/x18 20, x3 10mm, Accurate. Manual Reload. Load: 15, 

10 rounds. Two Handed. STR req: 5 

Cowboy Repeater | 400c 5 AP | 2d6 ballistic | x8/x18 20, x2 357, Accurate. Manual Reload. Load: 12, 

7 rounds. Two Handed. STR req: 4 
Varmint Rifle 275c 6 AP | 2d4 ballistic | x8/x18 20, 2d4. 5.56mm, Accurate. Two Handed. Load: 12, 

5 rounds. STR req: 4 
Trail Carbine 310c 6 AP | 2d8 ballistic | x8/x18 20, x2 44, Accurate. Manual Reload. Load: 12, 

8 rounds. Two Handed. STR req: 4 


Railway Rifle 730c 6 AP | 2d10 x4/x8 19, x4 Spike, 10 Debilitating. Destructive. Load: 18, 
piercing rounds. Two Handed. STR req: 6 


Junk Jet 300c 6 AP | 3d6 x4/x10 19, 3d6. Any item Breakable. Powerful. Load: 18, 
bludgeoning that is Unstable. Two Handed. STR req: 6 
or piercing smaller than 
damage 1 cubic foot, 

5 rounds. 


Sniper Rifle 710c 6 AP | 2d12 x10/x30 | 19, x4 .308, Accurate. Two Handed. Load: 16, 
ballistic 6 rounds. STR req: 5 


Assault Rifle 375c 6 AP | 1d10 x8/x18 20, 1d10. 5mm, Automatic: 3 (Switch). Load: 14, 
ballistic. 24 rounds. | Two Handed. STR req: 5 
Single Shot: Accurate, 
Semi-Automatic. 
Automatic: Unstable. 


Anti-Material Rifle | 1200c | 6 AP | 5d8 ballistic | x16/x40 | 19, x4. 50, Accurate. Two Handed. Load: 20, 
6 rounds. STR req: 7 


Shotguns 


Base | AP Damage Range | Critical Hit | Ammo and Special Properties Load and 
Cost Reload STR Req. 
Lever-action 600c 4 AP | 3d4 x3/x6 20, 5d4 20 gauge. Powerful. Manual Reload. Load: 10, 
Shotgun ballistic Rounds: 5. Spread. Two Handed. STR req: 5 
Single Shotgun 500c 4 AP | 3d6 X3/x6 20, 3d6 20 gauge. Powerful. Quick Reload. Load: 10, 
ballistic Rounds: 1. Spread. Two Handed. STR req: 4 
Sawed-off 700c 4 AP | 2d10 x2/x4 20, 4d10 12 gauge. Destructive. Powerful. Load: 8, 
Shotgun ballistic Rounds: 2. Quick Reload. Spread. STR req: 4 
Two Handed. Unstable. 


Double Barrel 700c 4 AP | 2d10 X3/x6 20, 3d10 12 gauge. Powerful. Quick Reload. Load: 12, 
Shotgun ballistic Rounds: 2. Spread. Two Handed. STR req: 5 
Combat Shotgun 800c 4 AP | 2d12 x4/x7 20, 2d12. 12 gauge. Powerful. Spread. Two Load: 14, 
ballistic Rounds: 8. Handed. STR req: 5 
Riot Shotgun 900c 5 AP | 3d6 xX3/x6 20, 6d6 12 gauge. Powerful. Semi-Automatic | Load: 10, 
ballistic Rounds: 12. | Spread. Two Handed. STR req: 5 
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Big Guns 


Base | AP Damage Range Critical | Ammo and Special Load and 
Cost Hit Reload Properties STR Req. 
240c 6 AP | 2d10 fire 60 ft. line, 10 fuel, 5 rounds. Area of Effect. Load: 60, 
feet wide. Incendiary. Slow. | STR req: 7 
ora 20 ft Slow Reload. 
cone. Two Handed. 

Missile Launcher 670c 6 AP | 10d6 explosive | x10/x40 Missile, 1 Area of Effect. Load: 50, 
in a 10ft. round. Destructive. STR req: 7 
radius. Durable. Slow. 

Two Handed. 


1650c | 6 AP | 5d6 ballistic x15/x40 20, 2d6. | 5mm, Automatic: 2. Load: 90, 
120 rounds Destructive. STR req: 10 
(uses 10 per Durable. Slow 
attack) Reload. Spread. 
Two Handed. 
665c 6 AP | 12d10 120 feet. Mini nuke, 1 Area of Effect. Load: 30, 
explosive ina round. Destructive. STR req: 5 
30 ft. radius Durable. Slow. 
and two levels Two Handed. 
of radiation in 
a 60 ft radius. 
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Energy Weapons 


Base Damage Range Critical Hit Ammo and Special Properties Load and 
Cost Reload STR Req. 

Solar Scorcher 340c 3 AP | 1d4 fire x5/x10 20, applies The weapon can | Energy Weapon. Load: 4, 
burning. fire so long as it | Semi-Automatic. STR req: 1 

is in Sunlight. 

Laser pistol 415c 4AP | 1d8 laser | x10/x20 | 20, x2, 1 Energy Cell = Energy Weapon. Load: 6, 
applies 30 rounds. Semi-Automatic. STR req: 1 
burning. 

Laser rifle 500c 5 AP | 2d6laser | x12/x24 | 20, x2, 1 Energy Cell= | Accurate. Energy Load: 10, 
applies 24 rounds. Weapon. Unwieldy. STR req: 2 
burning. 

Automatic laser | 360c 5 AP | 1d6laser | x8/x12 20, 1d6 laser | 1 Energy Cell= | Automatic: 2. Energy | Load: 12, 

rifle and applies 24 rounds. Weapon. Unstable. STR req: 2 
burning. Unwieldy. 

Tri-Beam laser 730c 5 AP | 3d6laser | x4/x8 20, 5d6 laser | 1 Energy Cell = Energy Weapon. Load: 12, 

rifle and applies 8 rounds. Spread. Powerful. STR req: 2 
burning. Unwieldy. 

Plasma pistol 430c 5 AP | 1d12 x6/x10 20, x3. 1 Microfusion Destructive. Energy Load: 8, 

plasma Cell = Weapon. Kickback. STR req: 2 
16 rounds. 
Plasma rifle 610c 6 AP | 2d8 x8/x12 20, x3. 1 Microfusion Destructive. Load: 12, 
plasma Cell = Debilitating. Energy STR req: 3 
12 rounds. Weapon. Unwieldy. 
Multiplas rifle 690c 6 AP | 3d8 x4/x8 20, 5d8. 1 Microfusion Energy Weapon. Load: 12, 
plasma Cell = Spread. Powerful. STR req: 3 
4 rounds. Unwieldy. 
Tesla cannon 425c 3 AP | 1d8 30 feet. | 20, 1d8. 1 Microfusion Arc. Charge. Energy | Load: 15, 
electricity Applies Cell = Weapon. STR req: 4. 
dazed. 5 rounds. Electromagnetic. Two 
Handed. 
355c 4 AP | 1d12 x6/x10 20, 1d12. 1 Gamma cell = | Kickback. Load: 8, 
radiation 8 rounds. Radioactive. STR req: 2 
Cryolator 360c 5 AP | 3d10 cryo. | 20 ft 1 Cryo cell = Area of Effect. Load: 25, 
cone. rounds. Freezing. Slow. Two STR req: 6 
Handed. 
Crystalizing 410c 5 AP | 2d10 cryo. | x8/x16. | 20, x2 applies | 1 Cryo cell =9 Debilitating. Load: 25, 
Cryolator slowed. rounds. Destructive. Two STR req: 6 
Handed. 
710c 3 AP | 1d10 x8/x16 20, 2d10. (1) 2mm EC = Charge. Energy Load: 12, 
ballistic 12 rounds. Weapon. Kickback. STR req: 5. 
Powerful. Unstable. 
865c 3 AP | 1d12 x10/x20 | 20, 4d12. (1) 2mm EC = Charge. Energy Load: 18, 
ballistic 6 rounds. Weapon. Powerful. STR req: 5. 
Two Handed. 
Unstable. 
Gatling laser 1100c 6 AP | 2d10 x30/x30 | 20, 1d10. 1 Fusion Core = | Automatic: 4. Load: 50, 
laser. Applies 100 rounds. Destructive. Energy STR req: 5. 
burning. Weapon. Unwieldy. 


Ranged Weapon Modifications 

Most ranged weapons can be customized with the 
following modifications. You can purchase the mods for 
their listed price, or you can craft them. 

Weapon Mod Limit. Each weapon modification has a 
Mod Slot total listed in its description. Every ranged 
weapon has a total of 6 mod slots. A ranged weapon 
ceases function if its Mod Slot total is greater than 6. 
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Weapon modifications can be removed and replaced by 
other weapon modifications. The amount of time it takes to 
remove or apply the weapon modification is listed in the 
table below. 

Equippable Weapons. Not all mods fit all weapons. 
This column specifies which weapons can use the 
modification. 


Mod Name Base Cost | Time to Description Equippable Weapons 
Equip/Unequip 


Auto-Firing 
Turret 


Bayonet 


Boosted 


Capacitor 


Double Action 


Ergonomic Grip 


90% of the 
weapon’s 
base cost. 


20% of the 
weapon’s 
base cost. 


50% of the 
weapon’s 
base cost. 


75% of the 
weapon's 
base cost. 


60% of the 
weapon's 
base cost. 


15 - your 
Intelligence 
score in 
minutes. 


60 - (5 x your 
Intelligence 
score) in 
minutes. 


15 - (your 
Intelligence 
score) in 
minutes. 


15 - (your 
Intelligence 
score) in 
minutes. 


Mod Slot Total: 3. Any weapon. 

The weapon is mounted to an immovable stand that 

turns and aims automatically using artificial 

intelligence that locks onto targets. The turret must 

remain connected to the terminal via wiring. 

Before activating the turret, you can designate any 

number of creatures who will not be targeted by the 

turret. You can spend 6 AP to activate or deactivate 

the turret from its terminal. When you roll combat 

sequence, roll combat sequence for the turret. The 

turret's bonus to combat sequence is equal to your 

Intelligence ability modifier. On each of the turrets 

turns it gains 10 AP which it uses to attack the 

closest creature in the weapon's short range. It does 

not spend its AP to do anything else. The turret is 

considered a robot with 25 hit points and an AC of 

10. If the turret falls to 0 hit points, it ceases function 

and the weapon gains 1 level of decay. 

Any ranged weapon with 
the Two Handed property. 


Mod Slot Total: 1. 

Attach a knife or combat knife to the front of the 
weapon, you can attack with the knife without 
spending AP to switch weapons. 


Mod Slot Total: 3. 

Enhanced power consumption of the primary energy 
chassis. 

When you attack with a weapon that has this 
modification, you can spend 2 rounds of ammunition 
instead of 1 to increase the damage by 2. 


Any energy weapon. 

A weapon cannot have a 
boosted capacitor if it has 
an overclocked capacitor. 


Mod Slot Total: 2. Any weapon. 
An overall improvement to the weapon’s grip, 

handling, and design to allow easier and more 

comfortable use. 

The weapon’s critical hit damage modifier or damage 

dice increases by 1. 


Mod Slot Total: 2. 

A revolver trigger mechanism upgrade fires the 
round and cocks the hammer simultaneously. 
When you spend AP to attack with the weapon, it 
costs 1 less to a minimum of 1. 


Hardened 
Receiver 


Holographic 
weapon sight 


Improved 
Rifling 


Increased Clip 
Size 


Infrared Scope 


Laser Sight 
Light Build 


Longer Barrel 


Lucky Charm 


120% of 
the 
weapon's 
base cost. 


60% of the 
weapon’s 
base cost. 


45% of the 
weapon’s 
base cost. 


20% of the 
weapon’s 
base cost. 


90% of the 
weapon’s 
base cost. 


35% of the 
weapon’s 
base cost. 


25% of the 
weapon’s 
base cost. 


35% of the 
weapon’s 
base cost. 


60 - (5 x your 
Intelligence 
score) in 
minutes. 


5 - (your 
Intelligence 
score) in 
minutes. 
Minimum of 1 
minute. 


60 - (5 x your 
Intelligence 
score) in 
minutes. 


15 - (your 
Intelligence 
score) in 
minutes. 


5 - (your 
Intelligence 
score) in 
minutes. 
Minimum of 1 
minute. 


60 - (5 x your 
Intelligence 
score) in 
minutes. 


15 - (your 
Intelligence 
score) in 
minutes. 


Mod Slot Total: 3. 

An improvement to the firing mechanism to increase 
the power of the projectile. 

The weapon gains Destructive and Powerful. 

If the weapon already has Destructive, then the 
weapon’s damage dice rank increases once to a 
maximum of d12. 

The weapon’s load increases by 2. 


Mod Slot Total: 2. 

A holographic reticle that is projected onto a 
non-magnifying sight. 

The weapon’s attack roll total is increased by 1. 
The weapon’s load increases by 1. 


Mod Slot Total: 2. 
An upgrade to the grooves in the barrel of a firearm. 
The weapon’s range modifiers are increased by half. 


Mod Slot Total: 1. 

A longer and larger clip that feeds into the magazine 
to allow more rounds to be fired. 

The weapon's number of rounds is increased by 3. 


Mod Slot Total: 2. 
A highly technological pre-war wonder that uses 
thermal imaging to locate targets. 


The weapon's long range modifier is tripled. 

You can target creatures that are hidden, shrouded, 
in complete darkness, or invisible so long as they are 
not behind full cover. Additionally, the weapons 
attack rolls are increased by 2. 

The weapon’s load increases by 2. 


Mod Slot Total: 2. 

A device that projects a beam onto targets, providing 
a visual reference point. 

The weapon gains Accurate. If it already has 
Accurate, then whenever the weapon critically hits; 
the damage is doubled. 

The weapon’s load increases by 1. 


Mod Slot Total: 2. 
Replacing parts of the weapon with lighter materials 


for rebalance and ease of operation. 

The weapon’s load decreases by half. 

The weapon’s Strength requirement decreases by 1. 
The weapon gains Breakable. 


Mod Slot Total: 2. 
An increase on the length of the barrel to provide 


more range at the cost of poorer short range. 

The weapon's long range modifier increases by 10. 
The weapon's short range modifier decreases by 2. 
The weapon’s load increases by 4. 


Mod Slot Total: 1. 
A little attachment that personalized your weapon. 
The weapon’s critical hit chance decreases by 1. 


Any handgun, submachine 
gun, rifle, or shotgun. 

A weapon cannot have a 
hardened receiver if it has 
a Light Build. 


Any ranged weapon. 

A weapon cannot have a 
Holographic weapon sight if 
it already has a Scope or 
Infrared Scope. 


Any handgun, submachine 
gun, or rifle except for the 

Flare Gun, H&H Tools nail 
gun, or Railway Rifle. 


Any handgun, submachine 
gun, rifle, or shotgun that 
does not have Manual 
Reload or Quick Reload. 


Any revolver or rifle 
including the Laser Rifle, 
Plasma Rifle, or Gauss 
Rifle. 

A weapon cannot have an 
Infrared Scope if it already 
has a Scope or 
Holographic weapon sight. 


Any handgun, rifle, or 
energy weapon except for 
the Tri-Beam Laser Rifle, 
Multiplas Rifle, or Gatling 
Laser. 


Any weapon. 

A weapon cannot have a 
Light Build if it is 
Strengthened. 


Any handgun, rifle, or 
energy weapon. 


Any weapon. 


Muzzle Brake 


On-Board 
Target Tracking 


Overclocked 
Capacitor 


Remote 
Controlled 
Turret 


Semi-Automatic 


55% of the 
weapon’s 
base cost. 


120% of 
the 
weapon’s 
base cost. 


110% of 
the 
weapon’s 
base cost. 


175% of 
the 
weapon’s 
base cost. 


30% of the 
weapon’s 
base cost. 


85% of the 
weapon’s 
base cost. 


15 - your 
Intelligence 
score in 
minutes. 


60 - (5 x your 
Intelligence 
score) in 
minutes. 


15 - your 
Intelligence 
score in 
minutes. 


15 - (your 
Intelligence 
score) in 
minutes. 


60 - (5 x your 
Intelligence 
score) in 
minutes. 


Mod Slot Total: 2. 

A device that is fitted to the muzzle of a firearm to 
redirect propellant gasses outwards to reduce both 
recoil and muzzle rise. 

The weapon’s attack roll total is increased by 1. 

The weapon’s Strength requirement decreases by 1. 
The weapon’s load increases by 2. 


Mod Slot Total: 2. 

A gyroscopic muzzle synchronized with the weapons 
sights and utilizing an artificial intelligence that locks 
onto targets and significantly improves aim. 

Before you make an attack with a weapon that has 
this modification, you can spend 6 AP to mark a 
target creature within the weapon's short range. 
Attack rolls against the marked creature have 
advantage. 


Mod Slot Total: 3. 

Even further improvements to the weapons power 
consumption. 

When you attack with a weapon that has this 
modification, you can spend 3 rounds of ammunition 
instead of 1 to increase the damage by 4. 


Mod Slot Total: 3. 

The weapon is mounted to an immovable stand that 
turns and aims based on your input from a nearby 
terminal. The turret must remain connected to the 
terminal via wiring. 

You can spend 6 AP to activate or deactivate the 
turret from its terminal. You can spend AP to attack 
with a weapon that you place onto the mount. The 
amount of AP required to attack is reduced by 2 toa 
minimum of 3. If your Intelligence ability score is less 
than the weapons Strength requirement, you have 
disadvantage on attack rolls while operating the 
weapon in this way. The turret is considered a robot 
with 25 hit points and an AC of 10. If the turret falls 
to 0 hit points, it ceases function and the weapon 
gains 1 level of decay. 


Mod Slot Total: 2. 

A simple glass scope that allows for distant 
magnification, for weapons that already have a 
scope; this modification increases the magnification. 
The weapon’s long range modifier is quadrupled. 
The weapon’s load increases by 2. 


Mod Slot Total: 3. 

An overhaul of the weapon’s firing mechanism to 
allow rounds to be much more quickly loaded into its 
chamber. 

The weapon gains Semi-Automatic. 


Any handgun, submachine 
gun, rifle, or shotgun 
except for the Flare Gun, 
H&H Tools nail gun, or 
Railway Rifle. 


Any energy weapon except 
for the Gauss rifle, Gauss 
pistol, or Gatling Gun. 


Any energy weapon that 
doesn’t have automatic or 
charge. 

A weapon cannot have an 
overclocked capacitor if it 
has a boosted capacitor. 


Any weapon. 


Any revolver or rifle. The 
Laser Rifle, Plasma Rifle, 
or Gauss Rifle. 

A weapon cannot have a 
Scope if it already has an 
Infrared Scope or 
Holographic weapon sight. 


Any weapon that doesn’t 
have Manual Reload, Quick 
Reload, Automatic, Area of 
Effect, or Energy Weapon. 


65% of the 
weapon’s 
base cost. 


Speedloader 


30% of the | 60 - (5 x your 

weapon’s Intelligence 

base cost. | score) in 
minutes. 


45% of the | 15 - (your 

weapon’s Intelligence 

base cost. | score) in 
minutes. 


Mod Slot Total: 2. 

A muzzle device that reduces the acoustic intensity 
of the muzzle report. 

While you are hidden; any attack rolls you make with 
a weapon that has a silencer modification does not 
reveal your presence to nearby creatures, allowing 
you to remain hidden except against the creature 
you attacked. 

The weapon’s load increases by 2. 

The weapon’s damage dice rank decreases once to 
a minimum of d4. 


Mod Slot Total: 0. 

A device used for loading multiple chambers of a 
revolver simultaneously. 

You can choose to reload the weapon with 4 AP. 


Mod Slot Total: 2. 

Added back portion that provides structural support, 
for weapons that already have a stock; this 
modification improves them. 

The weapon’s attack roll total is increased by 1. 
The weapon’s load increases by 4. 


Mod Slot Total: 3. 
Reinforcing the weapon's structure and improving its 


weaker mechanisms and flaws. 
The weapon gains Sturdy and Defensive. 
The weapon’s load increases by 2. 


Any handgun, submachine 
gun, rifle, or shotgun 
except for the Flare Gun, 
H&H Tools nail gun, or 
Railway Rifle. 


Any revolver. 


Any submachine gun, rifle, 
shotgun, energy weapon, 
or revolver with the long 
barrel modification. 


Any weapon. 

A weapon cannot be 
Strengthened if it has a 
Light Build. 


Explosives 


“Too dangerous, sorry. Blow yourself up, blow your 
neighbor up, blow the whole town up.” - Easy Pete. 


From molotov cocktails, frag grenades, or dynamite. 
Explosives cause massive damage in a large area, often 
unpredictable and highly dangerous. Those trained in 
Explosives should be the only ones handling such 
destructive weapons, but the wasteland makes one 
especially desperate for power. 

Attacking. Instead of making an attack roll, explosives 
deal damage to every creature and object in its radius that 
isn’t behind full cover when it detonates. When you use 
your AP to arm and throw an explosive, roll a d20 and add 
your explosives skill bonus. Consult the table below for the 
result of the roll. 


1 The explosive detonates immediately before you 
throw it. 

2-3 The explosive is thrown half the distance and 
detonates at the start of your next turn. 


The explosive detonates at the start of your next 
turn. 


The explosive detonates at the end of your turn. 


Action Points. (Abbreviated to AP) How many action 
points you must spend on your turn to arm and throw the 
explosive. Explosives with fewer action points are often 
lighter and quicker to arm. 

Arming a Placed Explosive. When you use AP to arm 
a placed explosive, you must succeed an explosives skill 
check equal to 10 + the bonus noted in the Arm DC 
column. If your explosives skill bonus is equal to or greater 
than the noted bonus, you automatically succeed. If you 
fail, the explosive detonates immediately. If you succeed, 
the explosive is armed. 

Damage. Creatures and objects within a detonated 
explosive’s area of effect that aren’t behind full cover take 
damage equal to listed in the damage column. 

Early Detonation. \f an explosive takes at least 1 point 
of ballistic, explosive, fire, laser, or plasma damage; it 
detonates. The AC of an explosive is always 18. 
Explosives do not detonate if they are worn or carried by a 
creature unless the explosive is targeted by an attack roll. 

Throwback. lf an explosive has been armed, but 
hasn’t detonated yet. You can spend 4 AP to throw it. Roll 
a d20 and add your explosives skill bonus to the roll. If the 
result is a 12 or below, the explosive detonates 
immediately before you throw it. If the result is above an 
13, the explosive detonates at the end of your turn. 


76 


Disarming. Any explosive with the timed property can 
attempt to be disarmed after it has been armed. To disarm, 
you must spend 6 AP on your turn, be within 5 feet of the 
explosive, and succeed an explosives skill check equal to 
10 + the timed bonus listed in the special properties 
column. If you fail, the explosive detonates at its normal 
time. If you fail by 5 or more, the explosive detonates 
immediately. If you succeed, the explosive is disarmed. 

Range. An explosive can be thrown a number of feet 
equal to your Strength ability modifier multiplied by the 
number listed in the range column. 

Area of Effect. The area of effect column lists two 
numbers that detail the radius and damage of each 
explosive. Each creature and object in the radius of the 
first range that isn’t behind full cover takes full damage, 
while each creature and object in the radius of the second 
range that isn’t behind full cover takes half as much 
damage. If an explosive only has one number listed, each 
creature an object in the radius takes full damage. 
(Example, a Dynamite had an area of effect of 5ft / 20ft. 
Each creature within 5 feet of the explosion takes full 
damage, while each creature within 20 feet of the 
explosion takes half as much damage.) 

Carry Load. A representation of how heavy the 
explosive is and how much space it takes up. 

Special Properties. Some explosives weapons have 
special abilities or conditions that apply when they 
detonate or when you throw them. Each one varies and 
should be read before throwing the explosive. Some have 
keywords which are detailed below under Explosive 
Special Properties. 


Explosive Special Properties. 

Blinding. Each creature in the area of effect listed next 
to the properties name becomes blinded for a number of 
rounds equal to 4 - their Endurance ability modifier to a 
minimum of 1. 

Deafening. Each creature in the area of effect listed 
next to the properties name becomes deafened for a 
number of rounds equal to 4 - their Endurance ability 
modifier to a minimum of 1. 

Destructive. When you roll a 1 on the damage dice 
with an explosive that has this property, it is a 2 instead. 

Detonator. An explosive with this property does not 
detonate after any allotted time has passed, but instead; 
you can spend 3 AP on your turn to detonate the 
explosive so long as you are within the range noted next 
to the property’s name. 

Dismember. When an explosive with this property 
deals damage to hit points of the creature in its first range 
(ie:the creature takes the full damage), they gain two 
random leg conditions, or a random arm condition if they 
are prone when the explosive detonates. If the explosive 
deals enough damage to bring the target creature to 0 hit 
points, the limb is severed instead. 

Electromagnetic. When a robot, synth, or creature 
made of inorganic material takes damage from an 
explosive with this property, the damage is doubled for 
them. 
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Freezing. When a creature takes damage from an 
explosive with this property, they gain the Slowed 
condition until the end of their next turn. 

Incendiary. When a creature takes damage from an 
explosive with this property, they gain the Burning 
condition. 

Mangle. When a creature takes damage to their hit 
points from an explosive with this property, they gain the 
Bleeding condition. 

Proximity. An explosive with this property does not 
detonate after any allotted time has passed, but instead; 
when a creature enters the proximity area of the explosive 
for the first time on a turn; it detonates at the end of that 
creature's turn. Each explosive’s proximity area is a 10 
foot radius. 

Shattering. The explosive always detonates at the end 
of your turn regardless of your explosive roll. 

Slow. An explosive with this property detonates after 
the allotted time noted next to the properties name has 
passed. 

Smoke. When the explosive detonates, it creates a 
cloud of smoke in the area of effect. This smoke spreads 
around corners, the area is heavily obscured, and 
creatures within the smoke are blinded. The smoke lasts 
for 1 minute. 
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Thrown Explosives 


Coll a 3d6 explosive | STRx6 5ft. / 20ft. Deafening: 10ft. Destructive. 
radius 


| Molotov Cocktail, Cocktail 200 | AP | AP | 3010 fre. fstax6 | sit radius | radius Incendiary. Shattering, | Shattering. Load: 4. 4. 


Frag Grenade 150c 5 AP | 4d6 explosive | STRx 10 5ft. / 20ft. Deafening: 10ft. Destructive. Load: 3. 
radius Dismember. 


| Plasma Grenade Grenade | 2500 | aap AP | 4d8 } 408 plasma _| HsTRx10 | x 10 | tof radius radius Pho | 4. 


Pulse Grenade 2d8 electricity | STRx 10 15ft. radius Electromagnetic. 
Incendiary 125c 5 AP | 2d6 explosive | STRx 10 5ft. / 15ft. Deafening: 5ft. Incendiary. Load: 3. 
Grenade and 3d6 fire. radius 


Cryogenic 125c 4AP | 2d6 explosive | STRx 10 5ft. / 10ft. Deafening: 5ft. Freezing. Load: 4. 
Grenade and 3d6 cold. radius 
Flash Bang STR x 10 20ft. radius Blinding: 20ft, Deafening: 2Oft. 


Placed Explosives 


DC 
Long Fuse 100c 6 AP_ | 3d6 explosive +1 5ft. / 15ft. radius Deafening: 10ft. Destructive. Load: 3. 
Dynamite Slow: 3 rounds (18 seconds) 
140c 6d6 explosive 2.5ft. / 10ft. radius | Proximity. Deafening: 10ft. Load: 8. 
Destructive. Dismember. 


| Plasma Mine Mine 1800 | AP | AP | 4d8 | 4d8 plasma +6 | toftradus | radius Proximity, Load: 8. 8. 


6 AP_ | 3d8 electricity 20ft radius Electromagnetic. Load: 6. 
Proximity. 
5ft. / 20ft radius Proximity. Deafening: 10ft. Load: 10. 
Destructive. Mangle. 
8 | tot radius Freezing. Proximity. Load: 8. 
C-4 ee | ee ead AP | 15d6 explosive 5ft. / 25ft. radius Deafening: 10ft. Destructive. Load: 12. 
ee | Detonator. Dismember. 


600c 12d10 explosive 45ft radius Destructive. Proximity. Load: 22. 
and two levels of 
rads. 


Bottlecap Mine 250c 4d6 explosive and 
6d6 slashing. 


Cryo Mine | Mine 1400 | J8AP | 406 cold, | cold. 


Other Equipment 


Items and Gear 
“| have all sorts of items and themes for that place that 
may interest you.” 

- Moira Brown 


You're nothing if you’re not equipped in the wasteland. 
Resources and tools can help you reach locations, explore 
vast pre-war ruins, or simply trade with a merchant. Below 
is a description of each item along with a table that 
describes their typical prices and load. 

Bags. There are many types of bags in the wasteland 
that allow you to carry items and increase your space. If 
you wear more than one bag that has items stored in it, 
you are encumbered unless your Strength or Endurance 
score is greater than or equal to 8. 

Bag, Backpack. A leather, burlap, or cloth bag with 
straps or a sling to grant you more space to store items on 
you. While you wear a backpack, your carry load 
increases by 50. 

Bag, Camping Backpack. This large, heavy duty 
backpack has nylon strings made for tightening, a waist 
belt to help balance, many pockets, and an overhead 
compartment for larger storage. While you wear a 
camping backpack, your carry load increases by 100. 

Bag, Range. This single bag with one sling is longer to 
allow weapons to be stored in it with ease. You can store 
up to three weapons in the bag that have the Two Handed 
or Unwieldy property, if you do; each weapon's carry load 
is halved. 

Bandolier. This pocketed strap fits across any part of 
the body to allow for additional items to be carried. It is not 
considered a bag allowing you to wear it and a backpack 
without becoming encumbered. While you wear a 
bandolier your carry load increases by 25. 

Ball Bearings. You can spend 3 AP to scatter these 
small metal spheres across a flat surface in a 5 foot 
radius. Any creature who walks or runs through the area 
falls prone and takes 1d4 impact damage, unless the 
creature has a passive sense above 15 or has otherwise 
noticed the ball bearings; they must spend 2 AP for every 
5 feet of movement. 

Bear Trap. You can spend 6 Action Points to arm this 
bear trap in a 5 foot area. If the trap is already triggered, 
you can reset it with 6 AP and a Strength check of 15. Ifa 
creature moves into the area, the trap triggers and they 
take 3d4 piercing damage to their hit points and become 
grappled. You can disarm an untriggered bear trap with 6 
AP and a crafting skill check with the DC equal to 15. You 
can attempt to pry open a triggered bear trap with 6 AP 
and a Strength ability check equal to 15. If you are 
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grappled by the bear trap when you attempt this ability 
check; you have disadvantage on the roll unless your 
Endurance is equal to 6 or greater. On a Success, you 
open the bear trap and any creatures grappled by it are no 
longer grappled. On a failure, the trap clamps back down 
on the grappled creature and they take 1d4 piercing 
damage. 

Binoculars. You can spend 3 AP to look through 
binoculars. While you look through them, your sight is 
magnified. You have advantage on any perception ability 
checks relying on sight when viewing objects, creatures, 
or a location that are at least 100 feet away. 

Caltrops. You can spend 3 AP to scatter these small 
sharp objects across a flat surface in a 5 foot radius. Any 
creature who walks or runs through the area takes 2 
piercing damage to their hit points for every 1 foot of 
movement they make through the area (this damage is not 
subtracted by DT), unless the creature has a passive 
sense above 15 or has otherwise noticed the caltrops; 
they must spend 2 AP for every 5 feet of movement. 

Canteen. The metal canteen holds 32 oz. of liquid. 

Chain. Outside of the typical, practical uses of a chain; 
if you are holding a chain while attempting to grapple or 
strangle another creature, you have advantage on your 
Strength ability rolls. Chains have an AC of 10, a DT of 10, 
10 hit points, and vulnerability to ballistic, laser, and 
plasma damage. 

Electronic Lockpick. You spend 6 AP to attach this 
mechanical device to any lock within 5 feet of you that 
requires a breach skill check to open, at the end of your 
turn the electronic lockpick opens the lock. Due to its fine 
tuned circuitry and brittle picks, the electronic lockpick 
breaks after use. 

Electronic Lockpick Mk II. While far sleeker and more 
robust in its design, this item’s function is identical to an 
electronic lockpick except that it breaks after three uses 
instead of one. 

Flare. You can spend 6 AP on your turn to light this 
flare. This flare creates bright red light in a 30 foot radius 
and dim red light for an additional 30 feet. This light lasts 
for 1 hour. 

Flashlight. You can spend 1 AP while holding this 
flashlight to create bright light in a 20 foot cone and dim 
light for an additional 20 feet. The light lasts for 8 hours so 
long as you spend 6 AP to load an energy cell into the 
flashlight. 

Gas Mask. While you wear this mask, your radiation 
DC decreases by 3 and your passive sense decreases by 
2. 

Geiger Counter. When you enter an irradiated zone, 
this device detects the level of radiation and you learn the 
radiation severity score. 


Grappling Hook. A metal hook that can be tied and 
attached to rope with 6 AP. 

Hazmat Suit. This large yellow suit is lined with layers 
of lead to provide the most protection from radiation 
without wearing power armor. Due to its bulky design; it 
takes 1 minute to don or doff, and you cannot wear armor 
over the suit. However, you can wear armor underneath 
the suit. While you wear the hazmat suit your radiation DC 
decreases by 10 and you are immune to radiation 
damage. If you fail a radiation check, your radiation DC 
does not increase. For every 5 points of damage you take 
to your hit points while wearing a hazmat suit, it gains a 
level of decay. Each level of decay increases your 
radiation score by 1. To repair a hazmat suit, the crafting 
DC is equal to 12 (+2) and requires x2 lead and x1 cloth. 

Hazmat Suit, Powered. This suit includes a geiger 
counter, an air purification system, impact absorption, 
further padding, and is topped with a bulbous helmet 
resembling a space suit. The suit requires power in order 
to operate. You can spend 6 AP to load 3 energy cells into 
the suit which allows it to be powered for up to 6 hours. 
Thanks to its automatic shrink fitting system; It takes 30 
seconds to don or doff, however you cannot wear armor 
while wearing this suit. While you wear the hazmat suit 
your DT is increased by 3, you cannot gain levels of 
radiation, and you are immune to radiation damage. For 
every 5 points of damage you take to your hit points while 
wearing a hazmat suit, it gains a level of decay. If the suit 
gains 10 levels of decay, it ceases function until repaired. 
To repair a hazmat suit, the crafting DC is equal to 15 (+5) 
and requires x3 lead, x2 leather, and x2 circuitry. 

Lockpicks. These metal tools allow you to pick locks 
with far more proficiency. When you make a breach skill 
check to pick a lock, the DC is reduced by 5. After you use 
these lockpicks a total of five times, they break and cease 
function. 

Rope. Rope can be used to tie items together, make a 
pulley system, climb, or tie someone up. If you are holding 
a rope while attempting to grapple or strangle another 
creature, you have advantage on your Strength ability 
rolls. Rope has an AC of 10, a DT of 2, 5 hit points, and 
vulnerability to ballistic, laser, plasma, and slashing 
damage. 

Sleeping Bag. This nylon, cloth, or hide bag allows 
you to sleep even in the roughest terrain. 

Stealth Boy. A RobCo Stealth Boy 3001 personal 
stealth device. This technological, pre-war wonder 
generates a modulating field that transmits the reflected 
light from one side of an object to the other. You can 
spend 3 AP to activate a stealth boy, once you activate 
you become invisible for 1 minute so long as you keep the 
stealth boy on your body. Once a stealth boy has been 
activated, it cannot be activated again. 
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Tent, one person. This small tent provides shelter 
from outside sources, weather, and terrain. 

Tent, two person. This larger tent provides shelter 
from outside sources, weather, and terrain. 

Two-way Radio. These small militaristic devices allow 
for long range communication. The dual radios function so 
long as you spend 6 AP to load an energy cell into each 
one, in which they each last for a total of 100 activations. 
You can spend 3 AP to activate one of the radios, when 
you activate it; any sound made within 5 feet of the radio is 
transmitted to the other radio which can be heard out to a 
range of 5 feet. If both radios are activated simultaneously, 
neither emit any sound. 

Waterskin. This leather pouch is fitted with a cap and 
nozzle and holds 60 oz. of liquid. 

Weapon Repair Kit. This plastic box filled with tools 
and mechanisms was used during the great war to repair 
soldiers' weapons with ease. Though, the tech used to 
create them has long since been forgotten; many are still 
found across the wasteland. You can spend 6 AP to insert 
any weapon into the repair kit. After 1 minute, the weapon 
is ejected and loses 2 levels of decay. The weapon repair 
kit ceases function after it has been used a total of three 
times. 


Ce oe 
Bag, Backpack. 20c 10 while 

not worn. 
Bag, Camping Backpack. 100c 20 while 

not worn. 
Bag, Range. 50c 12 while 

not worn. 
Bandolier 30c 8 while not 

worn. 


a 


Canteen 
s when 
full. 


50 (equal 
to 10 while 
worn) 


80 (equal 
to 5 while 
worn) 
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Food and Drinks 
“Nan-ni shimasho-ka” 
- Takahashi 


Some of the most important things that almost everyone 
needs in the wasteland. Folks have found new ways to 
prepare and consume food and drinks. Pre-made food is 
among the large quantities of canned or otherwise 
preserved food that last beyond the war. Cooked food has 
been prepared much more recently. Some drinks have 
been bottled since before the war and still taste fresh. 

Consumption. |f you’re someone who needs to 
consume food and drink to survive, whenever you 
consume any food you remove one level of hunger and 
whenever you consume any drink, you remove one level 
of dehydration. You do not gain the benefits or the effects 
of any foods until after 1 minute. However, you gain the 
benefits and effects of drinks immediately after you 
consume them. 


Food and Drink properties. 

Addictive. If you consume a drink with the Alcoholic 
property that also has this property, you must succeed an 
Endurance ability check equal to 5. If you fail, you become 
addicted to alcoholic drinks. While you are addicted to 
alcoholic drinks you always have two levels of exhaustion 
unless you are drunk. You lose your alcohol addiction if 
you spend a number of weeks equal to 6 minus your 
Endurance ability ability modifier (minimum 1). 

Alcoholic. When you consume a drink with this 
property, and your Endurance ability score is equal to 5 or 
higher, you become buzzed for 1d4 hours. Endurance 
ability score is equal to 4 or lower, you become drunk 
instead. If you are already buzzed and you consume 
another alcoholic or high-proof drink, you become drunk 
for 1d4 hours. If you are drunk, and drink two more 
alcoholic or high-proof drinks, you become hammered for 
1d4 hours. If you are hammered, and drink two more 
alcoholic or high-proof drinks, you become wasted for 1d4 
hours. 

Caffeinated. |f you consume a food or drink with this 
property, you no longer suffer the negative effects of the 
first three levels of exhaustion for the next 6 hours. If you 
have no levels of exhaustion, whenever you roll a d20; 
add 1 to the result. If you drink another Caffeinated drink 
while under the effects of one already, you gain 1 AP at 
the start of your turn for the next 6 hours. However, at the 
end of those 6 hours, you gain a level of exhaustion for 
each additional caffeinated drink you consumed while 
under the effects of one already. 

High-Proof. When you consume a drink with this 
property, and your Endurance ability score is equal to 5 or 
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higher, you become drunk for 1d4 hours. Endurance ability 
score is equal to 4 or lower, you become hammered 
instead. If you are already drunk and you consume 
another alcoholic or high-proof drink, you become 
hammered for 1d4 hours. If you are hammered, and drink 
two more alcoholic or high-proof drinks, you become 
wasted for 1d4 hours. 

Hydrating. When you consume a drink with this 
property, you remove an additional two levels of 
dehydration (for a total of three since all drinks remove 
one level of dehydration). 

Irradiated. Some foods aren't entirely the safest to eat, 
but beggars can’t be choosers in the wasteland. When 
you consume a food that is irradiated, you gain one 
irradiated level. If you gain ten irradiated levels, you gain 
one level of rads. 

Filling. \f you consume food with this property, you 
remove another level of hunger. 

Bland. If you consume a food with this property, you 
heal a number of stamina points equal to half your level. 

Tasty. If you consume a food with this property, you 
heal a number of stamina points equal to your level. 

Flavorsome. |f you consume a food with this property, 
you heal a number of stamina points equal to double your 
level. 

Delicacy. If you consume a food with this property, you 
heal a number of stamina points equal to triple your level. 

Fortifying. If you consume food with this property, your 
radiation DC decreases by 2 for 6 hours. 

Energizing. \f you consume a food or drink with this 
property, you gain 1 AP at the start of your turn for the 
next 4 hours. 

Empowering. |f you consume a food or drink with this 
property, you gain 2 AP at the start of your turn for the 
next 4 hours. 

Regenerating. If you consume a food or drink with this 
property, you heal a number of hit points equal to your 
healing rate. 

Refreshing. \f you consume a food with this property, 
you remove one level of dehydration. 

Snack. If you consume a food with this property, you 
do not remove any levels of hunger unless you consume 
two foods with this property. 

Spicy. lf you consume a food or drink with this 
property, whenever you take fire or laser damage in the 
next 6 hours, your DT is increased by 3 for that damage. 

Hearty. |f you consume a food or drink with this 
property, your carry load increases by 50 for the next 6 
hours. 

Pungent. |f you consume a food or drink with this 
property, your DT increases by 1 for the next 6 hours. 


Putrid. lf you consume a food or drink with this 
property, you become poisoned for the next 4 hours if your 
Endurance score is 5 or lower. 

Cleansing. |f you consume a food or drink with this 
property, you cure one addiction. 

Strengthening. If you consume a food or drink with 
this property, whenever you attack another creature and 
roll damage; the damage is increased by 2. 

Lucky. If you consume a food or drink with this 
property, you have advantage on all Luck ability checks for 
the next 6 hours. 

Charged. If you consume a food or drink with this 
property, you recycle all of your unspent AP at the 
beginning of each of your turns for the next hour. 
Pre-Made Food 


BlamCo Mac 10c Filling. Tasty. Irradiated. 
& Cheese 


Canned Dog 
Food 


Filling. Tasty. Irradiated. 
Putrid. 


Ea Filling. Bland. Irradiated. 
ial Bland. Snack. Irradiated. 


Cram 


Fancy Lads 
Snack Cakes 


Tasty. Snack. Irradiated. 
Filling. Bland. Irradiated. 
Noodle cup Filling. Tasty. 
Filling. Tasty. Irradiated. 
Potato Crisps Tasty. Snack. Irradiated. cae 


Salisbury 10c Filling. Tasty. Irradiated. 
Steak 
Sugar Bombs | Sugar Bombs | 5c Tasty. Irradiated. 


Yum Yum 10c Filling. Tasty. Irradiated. 
Deviled Eggs 


Produce 
All produce has the Irradiated property. 


ane [oss [ ropes. ‘toe 
Agave Fruit 3c | Tasty. Snack. 


Apple ae Tasty. Snack. oa 


Regenerating. 
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Cooked Food 


Ce od oo 
Baked 10c Tasty. Fortifying. Putrid. 4 
Bloatfly 
Bear roast 45c Filling. Flavorsome. 

Strengthening 
Bighorner 20c Filling. Flavorsome. 5 
steak 


Bloodbug 25c Bland. Regenerating. 3 

Steak Putrid. 

Deathclaw 80c Delicacy. Empowering. 5 

Egg Omelette Regenerating. 

Deathclaw Delicacy. Empowering ae 


fae (3 


Fruit filled 8c Tasty. Snack. Fortifying. 1 
donut Irradiated. 
Quantum 33c¢ Caffeinated. Charged. 1 
crunch donut Irradiated. Snack. Tasty. 

3 


Fire ant 
fricassée 


Gecko steak Filling. Tasty. 
Grilled 10c Fortifying. Tasty. Putrid. 3 
Radroach 

Grilled 30c Filling. Tasty. Hearty. 

Radstag 

Iguana ona 10c Tasty. 3 

Stick 

Mole rat 20c Energizing. Tasty. 3 
chunks 


Filling. Tasty. 


Radscorpion | 65c Cleansing. Flavorsome. 5 

egg omelette 

Radscorpion | 30c Filling. Flavorsome. 

steak Pungent. 

Radstag stew Filling. Tasty. Pungent. ls | 


Ribeye steak Filling. Delicacy. fe 
Roasted ant Filling. Bland. Putrid. 


Roasted 25c Filling. Tasty. Energizing. | 4 
mirelurk meat 

Vegetable 15c Tasty. Fortifying. 

soup 

Wasteland 60c Filling. Flavorsome. 4 
omelet Hearty. Regenerating. 


Drinks 


5c Delicacy. Spicy. Putrid. 


Each drink listed in this table is a representation of 8 oz of 


that drink unless otherwise specified. (For example, if a 
character wanted to purchase a 36 oz bottle of Rum, it 
would cost them 125c and have five total drinks from it.) 
Every 8 oz of a drink is equal to 2 load. 

All drinks remove one level of dehydration. 


Absinthe High-Proof. Addictive. 
Hallucinogenic. (see 
Chems) 


Atomic Caffeinated. Energizing. 
Cocktail Irradiated. 


10c Alcoholic. Addictive. 
15c Caffeinated. Tasty. 


Cowboy 5c 
Coffee 

Dirty 
Wastelander 
Dirty water 


Nuka-Cola 


Caffeinated. 


High-Proof. Addictive. 


Cc Irradiated. 


= 
oi 
QO 


40c High-Proof. Addictive. 


Strengthening. 


15c Caffeinated. Irradiated. 


Tasty. Lucky. 


15c Caffeinated. Irradiated. 


Nuka-Cola 
Cherry Flavorsome. 


Nuka-Cola 
Quantum 


0 

5 
Purified water 

ae | 

er | 

Sunset 10 

Sarsaparilla 

0 

0 

0 

5 


Cc Caffeinated. Charged. 


Irradiated. Tasty. 


20c Hydrating. 


5 
3 
2 High-Proof. Addictive. 
2 High-Proof. Addictive. 


Flavorsome. Irradiated. 


High-Proof. Addictive. 
Strengthening. 


; 
Wasteland 
Tequila 
Whiskey 


Dead Man’s 
Wine 


2 High-Proof. Addictive. 
Lucky. 

2 High-Proof. Addictive. 

Lucky. 


ND 


Alcoholic. Addictive. 
Putrid. Irradiated. 


1c 
Wasteland 1 
Wine. 


Alcoholic. Addictive. 
Tasty. Irradiated. 


Cc 
Cc 
Cc 
Cc 
Cc 
Cc 
Cc 
Cc 


Alcoholic. Addictive. 
Tasty. 


me ee 
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Medicine 
“Will the medical wonders of the post-apocalyptic world 
never cease?” 

- Arcade Gannon 


Non-addictive healing and therapeutic tools. Medicine is 
the rarest and most sought after commodity in the 
wasteland next to water. Luckily, many scientific 
advancements made before and after the great war have 
led to miraculous substances that heal not just organic 
bodies, but inorganic ones as well. 

Addictol. This miracle drug comes in an inhaler. You 
can spend 4 AP to consume it. When you do; you become 
cured of all addictions. However, you gain three levels of 
dehydration, hunger, and exhaustion. 

Antivenom. You can consume this bottled medicine 
with 5 AP. If you do; you become resistant to poison 
damage dealt to your hit points for the next 6 hours. 

Cateye. You can consume this small pill with 3 AP. If 
you do; you have night vision for the next 3 hours. 

Doctor’s Bag. This bag includes specialized tools, 
bandages, gauze, and healing serums to provide medical 
aid. You can use this kit on yourself or another creature so 
long as they are next to you. When you use it, choose one 
of the following actions. 

- Tourniquet. Spend 6 AP and remove up to two 
levels of bleeding. 

- Pain Killer. Spend 6 AP to heal a dying creature 1 
hit point. 

- Stitch Wounds. Spend 10 minutes and heal a 
creature with a number of hit points equal to 
double their healing rate + your medicine skill 
bonus. 

- Set Bone. Spend 10 minutes and a creature with 
the Broken Arm or Broken Leg condition may 
remove it. 

After you have used three of these actions, the doctor’ bag 
supplies are used and it no longer functions. 


Fixer. A small pill typically found in a tin with up to 5. 
You can spend 4 AP to consume it. When you do; you 
become cured of one addiction of your choice. However, 
you gain one level of dehydration, hunger, and exhaustion. 

First Aid Kit. You can use this kit on yourself or 
another creature so long as they are next to you. When 
you use it, choose one of the following actions. 

- Tourniquet. Spend 6 AP and remove up to two 
levels of bleeding. 

- Pain Killer. Spend 6 AP to heal a dying creature 1 
hit point. 

- Stitch Wounds. Spend 10 minutes and heal a 
creature with a number of hit points equal to 
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double their healing rate + your medicine skill 
bonus. 

After you have used one of these actions, the first aid kit’s 
supplies are used and it no longer functions. 

Healing Powder. You can spend 6 AP to use this 
medicinal item on yourself or another creature so long as 
they are next to you. If that creature is a human, mutant, 
abomination, animal, or insect; at the start of each of their 
turns they heal a number of hit points equal to half their 
healing rate (rounded down). After healing for three 
rounds, the effects cease. Ghouls, robots, and gen-2 
synths are unaffected by healing powder 

RadAway. You can spend 15 minutes to use this 
medicinal item on yourself or a creature within 5 feet of 
you. At the end of the hour, the affected creature removes 
two levels of radiation but gains one level of thirst. 

RadAway (Diluted). You can spend 15 minutes to use 
this medicinal item on yourself or a creature within 5 feet 
of you. At the end of the hour, the affected creature 
removes one level of radiation but gains one level of thirst. 

Rad-X. You can consume this small pill with 3 AP. If 
you do; your radiation DC decreases by 2 for the next 3 
hours. You can consume a total of three Rad-X at one 
time to gain their benefits, if you consume more than three 
you do not gain any additional benefits. 

RobCo Quick Fix-it 2.0. Tne RobCo Quick Fix-it 1.0 is 
a healing stim but for robots! You can spend 4 AP to use 
this item on yourself or another creature so long as they 
are next to you. If that creature is a robot or gen-2 synth; 
they heal a number of hit points equal to half their healing 
rate. 

RobCo Quick Fix-it 2.0. Tne RobCo Quick Fix-it 2.0 is 
the new and improved healing stim but for robots! You can 
spend 4 AP to use this item on yourself or another 
creature so long as they are next to you. If that creature is 
a robot or gen-2 synth; they heal a number of hit points 
equal to their healing rate. 

Extreme Damages RobCo Quick Fix-it 2.0. The 
Extreme Damages RobCo Quick Fix-it 2.0 is a healing 
stim but for robots in severe cases of major damages! You 
can spend 4 AP to use this item on yourself or another 
creature so long as they are next to you. If that creature is 
a robot or gen-2 synth; they heal a number of hit points 
equal to double their healing rate. 

Stimpak. You can spend 4 AP to use this medicinal 
item on yourself or another creature so long as they are 
next to you. If that creature is a human, mutant, gen-2 
synth, abomination, animal, or insect; they heal a number 
of hit points equal to their healing rate. If that creature is a 
ghoul; they heal a number of hit points equal to half their 
healing rate. 

Stimpak (Diluted). You can spend 4 AP to use this 
medicinal item on yourself or another creature so long as 


they are next to you. If that creature is a human, mutant, 
gen-2 synth, abomination, animal, or insect; they heal a 
number of hit points equal to half their healing rate. If that 
creature is a ghoul; they heal a number of hit points equal 
to a quarter of their healing rate. 

Super Stimpak. You can spend 4 AP to use this 
medicinal item on yourself or another creature so long as 
they are next to you. If that creature is a human, mutant, 
gen-2 synth, abomination, animal, or insect; they heal a 
number of hit points equal to double their healing rate. If 
that creature is a ghoul; they heal a number of hit points 
equal to their healing rate. 

Auto-Inject Stimpak. When your hit points are equal 
to or lower than half their maximum (rounded down) for 
the first time on a turn; you automatically gain the effects 
of a stimpak. 

Auto-Inject Super Stimpak. When your hit points are 
equal to or lower than half their maximum (rounded down) 
for the first time on a turn; you automatically gain the 
effects of a super stimpak. 


a Co 


Antivenom 25c 
Cateye 20c 
Doctor’s Bag 
50c 
First Aid Kit 80c 
Healing Powder 30c 
RadAway 80c 
RadAway (Diluted) 30c 
Rad-X 40c 
RobCo Quick Fix-it 1.0 40c 
RobCo Quick Fix-it 2.0 75c 


Extreme Damages RobCo 150c 
Quick Fix-it 2.0 


75c 


Stimpak (Diluted) 40c 


Auto-Inject Stimpak 
Auto-Inject Super Stimpak 


Load 
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Skill Magazines 
‘I'm a fan of Grognak myself. What will that wacky 
barbarian do next?.” 

- Deacon 


Reading a skill magazine can give you some tips and 
grant an edge on your skill rolls. Skill magazines are 
typically found or bought in issues and they take a number 
of minutes to read equal to 5 minus your Intelligence 
ability modifier, if this number is reduced to 0 you can read 
the skill magazine with 6 AP. 

Once you read an issue of a skill magazine you can no 
longer gain its benefits. Be sure to keep track of which 
issues you've read after reading them. (Example: jLa 
Fantoma! issue #4 read.) After you read five different 
issues of the same magazine, your associated skill bonus 
permanently increases by 1. Each magazine typically 
costs around 50 caps and has a load of 2 (GM’s 
discretion). 


a 


Milsurp Review 


Future Weapons 


Today 


Patriot's Cookbook 


Tzles of Chivalrie 


Boxing Times 


Today's Physician 


Locksmith's Reader 


Fixin’ Things 


jLa Fantoma! 


Lad's Life 


Salesman Weekly 


Horror Comics 


Meeting People 


Programmer's 
Digest 


Your Guns skill bonus increases by 1 until 
you rest. 


Your Energy Weapons skill bonus 
increases by 1 until you rest. 


Your Explosives skill bonus increases by 1 
until you rest. 


Your Melee Weapons skill bonus 
increases by 1 until you rest. 


Your Unarmed skill bonus increases by 1 
until you rest. 


Your Medicine skill bonus increases by 1 
until you rest. 


Your Breach skill bonus increases by 1 


Your Crafting skill bonus increases by 1 
until you rest. 


Your Sneak skill bonus increases by 1 
until you rest. 


Your Survival skill bonus increases by 1 
until you rest. 


Your Barter skill bonus increases by 1 until 
you rest. 


Your Intimidation skill bonus increases by 
1 until you rest. 


Your Speech skill bonus increases by 1 
until you rest. 


Your Science skill bonus increases by 1 
until you rest. 


until you rest. 


Chems and Robot Overclock Programs. 
“So many chems, such varieties! Whenever | take 
Mentats, | can feel my entire chassis breeeeeathe like a 


big spherical lung.*coughs*. 
- Doctor Mobius. 


Chem (a truncation of "chemical") is a slang term for a 
drug. A chem is any chemical or medicine that is used to 
cause changes in a person's behavior or biological 
systems. Chems provide you with buffing effects that will 
grant your character power in combat or other scenarios, 
at the cost of being highly addictive. 

Usage. You can use a chem with 4 AP. 

Chem Limit. Using too many chems in a short period 
of time can result in overdosing. Your chem limit is equal 
to 2 plus half of your Endurance modifier (rounded down) 
(minimum of 1, maximum of 4). For each Chem that you 
use beyond your limit within a day, you gain 5 levels of 
exhaustion. 

Duration. All chem effects last for 1 hour. 

Addiction and Side Effects. Every chem has this 
property. If you use a chem you must succeed an 
Endurance ability check equal to 6. If you fail, you become 
addicted to the chem. While you are addicted to the chem, 
and not under the chem’s effects, you gain the associated 
effect listed below. You lose your chem addiction if you 
spend a number of weeks equal to 6 minus your 
Endurance ability ability modifier (minimum 1). 

Buffout, Buffjet, and Bufftats. Disadvantage on all 
Strength and Endurance ability and skill checks. 

Calmex, Jet, Jet fuel, Rebound, Rocket, and 
Ultrajet. Disadvantage on all Agility ability and skill 
checks. 

Cigarette and Coyote tobacco chew. Disadvantage 
on all Perception ability and skill checks. 

Daddy-O. Your passive sense decreases by 5. 

Day Tripper. Your karma cap does not flip back over 
when you critically fail your attack roll, nor when you are 
hit by a critical hit. 

Fury, Overdrive, and all Psychos. Your AC 
decreases by 2. 

Hydra. Your maximum HP is reduced by a number 
equal to your level. 

Med-X. When you take damage to your hit points, the 
damage is increased by 2. 

All Mentats. Disadvantage on all Charisma ability and 
skill checks. 

Steady. Any attack you make is decreased by 2. 


Chem properties. 
Anabolic. \f you use a chem with this property, you 
have advantage on all Strength and Endurance ability and 
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skill checks. Additionally, you gain temporary hit points 
equal to your level. 

Anesthetic. If you use a chem with this property, your 
DT increases by 6. 

Anxiolytic. lf you use a chem with this property, you 
have advantage on Charisma ability and skill checks, 
combat sequence rolls, and any checks to resist becoming 
frightened. 

Extrapolating. |f you use a chem with this property, 
you have advantage on all Intelligence and Perception 
ability and skill checks. However, you have disadvantage 
on all Charisma ability and skill checks. 

Hallucinogenic. If you use a chem with this property, 
you have advantage on all luck checks and may flip your 
karma cap. 

Hyperstimulant. |f you use a chem with this property, 
you gain 4 additional AP at the start of your turn (to a 
maximum of 20). You no longer suffer the negative effects 
of the first eight levels of exhaustion. If you have no levels 
of exhaustion, whenever you roll a d20; add 2 to the 
result. Additionally, you are immune to gaining levels of 
fatigue. 

Invigorating. \f you use a chem with this property, you 
regain stamina points equal to half your level. 

Painkilling. lf you use a chem with this property, your 
DT increases by 3. 

Psychosis. |f you use a chem with this property, when 
you deal damage from an attack roll; the damage is 
increased by 5. However, you always attack the nearest 
hostile creature. If there are no creatures that are hostile 
nearby, you must make an Endurance ability check equal 
to 15. If you fail, you attack the nearest creature. 

Sedative. If you use a chem with this property, your 
passive sense increases by 5 and if you critically hit with 
an attack roll; the damage is increased by 10. 

Stimulant. lf you use a chem with this property, you 
gain 1 additional AP at the start of your turn (to a 
maximum of 16). You no longer suffer the negative effects 
of the first three levels of exhaustion. If you have no levels 
of exhaustion, whenever you roll a d20; add 1 to the 
result. 

Super Stimulant. If you use a chem with this property, 
you gain 2 additional AP at the start of your turn (to a 
maximum of 20). You no longer suffer the negative effects 
of the first five levels of exhaustion. If you have no levels 
of exhaustion, whenever you roll a d20; add 2 to the 
result. Additionally, you are immune to gaining levels of 
fatigue. 


Chems 
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Coyote Anxiolytic. Super Stimulant. 
tobacco 
chew 


Daddy-O Extrapolating. 1 (10) 
Day 40c Hallucinogenic. 1 (10) 
Tripper 
Fury Painkilling. Psychosis. 
Super Stimulant. 
Hydra fot Painkilling. 
Eee Super Stimulant. 


Jet fuel Super Stimulant. 
Invigorating. 
a Hyperstimulant. 
Hyperstimulant. 
Invigorating. 
Med-X | Med-x | 500 | Anesthetic. 
ere ee Stimulant. 1 _ 


Berry Extrapolating. Stimulant. 1 (10) 
Mentats 
Grape Oc Anxiolytic. Stimulant. 1 (10) 
Mentats 


Orange Sedative. Stimulant. 1 (10) 
Mentats 


| Overdrive Invigorating. Psychosis. 
Psycho ccs Psychosis. Painkilling. 


Psycho Anabolic. Psychosis. 

buff 

Psychosis. Super Stimulant. a 
jet 
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Robot Overclock Programs. 

These disks, drives, and various technological devices are 
loaded with a program that runs a set of code to bypass 
certain capabilities in a robot or gen-2 synth, similar to that 
of a virus but functioning on more capable and intelligent 
machines that can, in turn; enhance the machine. 
Functioning near identical to chems in humans, ghouls, 
and super mutants. 

Usage. You can use a program with 4 AP. 

RAM Limit. Using too many programs in a short period 
of time can result in lag and overheating when your 
random-access memory isn’t large enough. Your RAM 
limit is equal to 2 plus half of your Endurance modifier 
(rounded down) (minimum of 1, maximum of 4). For each 
program that you use beyond your limit within a day, you 
gain 5 levels of exhaustion. 

Duration. All program effects last for 1 hour. 

Truncated Bytes and Faulty Programming. Every 
program has this property. If you use a program you must 
succeed an Endurance ability check equal to 6. If you fail, 
your system becomes more attuned to functioning with the 
program rather than without and thus; your programming 
becomes faulty. While your programming is faulty, and you 
are not under the program’s effects, you gain the 
associated effect listed below. Your programming 
becomes no longer faulty if you use 5 circuitry junk items 
and make a crafting skill check with the DC equal to 20. 
On a failure, you lose the circuitry and your programming 
is still faulty. 

Servo Override. Disadvantage on all Strength and 
Endurance ability and skill checks. 

Coolant Rerouter. Disadvantage on all Agility ability 
and skill checks. 

Cache Clearer. Disadvantage on all Perception ability 
and skill checks. 

Data Scrubber. Your passive sense decreases by 5. 

EISENHOWER PROTOCOL, Military Auto-Tank Al 
Upload, Military Turret Operating System. Your AC 
decreases by 2. 

Incoming Projectile Predictor. When you take 
damage to your hit points, the damage is increased by 2. 

Overclock Hardware, including v.2.0. Disadvantage 
on all Charisma ability and skill checks. 


Robot Overclock Programs 


Properties. 
Anxiolytic. Stimulant. | 1 (10) 
: 


Data Scrubber Extrapolating 1 (10) 


EISENHOWER 0 Painkilling. 1 (10) 
PROTOCOL Psychosis. 
Super Stimulant. 


Incoming 2 Anesthetic. 


Projectile 
Predictor 


Military Turret 


Invigorating. 1 (10) 
Operating System Psychosis. 
Overclock Super Stimulant. 1 (10) 
Hardware 
4 Stimulant. 1 (10) 
Invigorating. 
Servo Override Anabolic. 1 (10) 


0 
0 
5 
0 
0 


50c 
60c 
Military 50c Psychosis. 
Auto-Tank Al Painkilling. 
Upload 
30c 
Cc 
Cc 
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Unique Items 
“They call it a Pip-Boy. | grew up in one of them vaults 
they made before the war. We all got one.” 

- Doc Mitchell 


Listed below are items that are typically extremely rare to 
find in the wasteland or are one of a kind items. They 
provide incredible benefits and can be considered among 
the most valued and sought after items in the wasteland. 
Acquiring any of these items is entirely up to GM’s 
discretion. If your background’s starting equipment grants 
you this item, be sure to communicate with your GM that 
you will start the game with one of these items. 

Vault Suit. This form fitting single piece rubber and 
cloth jumpsuit is outfitted with biometric sensors with a 
heat-dissipation gold strip and antenna for health 
monitoring. Any vault suit functions as cloth armor with a 
rank 1 Lead Lined upgrade, rank 1 Reinforced upgrade, 
rank 1 Fitted upgrade, and rank 1 Sturdy upgrade. 

Pip-Boy. A wearable computer that attaches to the 
wrist and allows for a variety of helpful functions. Every 
Pip-Boy has the ability to display maps of various 
locations, play holotapes, track your location via satellite, 
record and playback audio, and input text notes. 
Additionally, if you are wearing a Vault Suit that has no 
more than five levels of decay, any Pip-Boy you wear can 
monitor your vitals; whenever you heal your hit points, you 
heal an additional amount equal to your level. Each model 
of Pip-Boy functions differently, the various models and 
their functions are listed below. 

Pip-Boy 2000. The most basic type of Pip-Boy, this 
model provides no other features. 

Pip-Boy 2000 Mark VI. This model features a 
heartbeat and electromagnetic sensor; you can spend 2 
AP to activate this sensor to know the cardinal direction of 
any small or larger creatures within 60 feet of you that 
aren’t covered by at least a foot of lead or steel 

Pip-Boy 3000. This model features a number of new 
and improved functions. This model functions as a geiger 
counter, flashlight, and can connect to nearby radio 
stations. 

Pip-Boy 3000 Mark IV. This model features a 
heartbeat and electromagnetic sensor; you can spend 2 
AP to activate this sensor to know the cardinal direction of 
any small or larger creatures within 60 feet of you that 
aren’t covered by at least a foot of lead or steel. 
Additionally, this model functions as a geiger counter, 
flashlight, and can connect to nearby radio stations. 

Electronic Lockpick. You spend 6 AP to attach this 
mechanical device to any lock within 5 feet of you that 
requires a breach skill check to open, at the end of your 
turn the electronic lockpick opens the lock. Due to its fine 
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tuned circuitry and brittle picks, the electronic lockpick 
breaks after use. 

Electronic Lockpick Mk II. While far sleeker and more 
robust in its design, this item’s function is identical to an 
electronic lockpick except that it breaks after three uses 
instead of one. 

Stealth Boy. A RobCo Stealth Boy 3001 personal 
stealth device. This technological, pre-war wonder 
generates a modulating field that transmits the reflected 
light from one side of an object to the other. You can 
spend 3 AP to activate a stealth boy, once you activate 
you become invisible for 1 minute so long as you keep the 
stealth boy on your body. Once a stealth boy has been 
activated, it cannot be activated again. 

Two-way Radio. These small militaristic devices allow 
for long range communication. The dual radios function so 
long as you spend 6 AP to load an energy cell into each 
one, in which they each last for a total of 100 activations. 
You can spend 3 AP to activate one of the radios, when 
you activate it; any sound made within 5 feet of the radio is 
transmitted to the other radio which can be heard out to a 
range of 5 feet. If both radios are activated simultaneously, 
neither emit any sound. 


Electronic Lockpick 
Electronic Lockpick Mk Il 


Crafting 


‘If you need something repaired... let me know, | can sign 
the work order.” 
- Major Knight 


Deciding to get handy? Almost anything can be crafted in 
the wasteland. Needing the right materials, junk, and 
knowhow can go a long way when you’re trying to survive. 

How to Craft. You can craft any item so long as you 
have the listed materials and your Crafting skill bonus is 
equal to the listed requirement. These requirements are 
listed on the Vault-Tec Item Blueprint Table on page #. 
Additionally, you must have the suitable space and tools to 
craft the item. Oftentimes, locations in the wasteland will 
provide “Workbenches” that are stocked with the proper 
space and tools to craft an item, however, you may try to 
find, create, or jury-rig your own workbench at GM's 
discretion. 


Crafting Check. |f your Crafting skill does not meet the 
required amount, you can instead roll a Crafting skill check 
with the DC equal to 10 + the item’s Crafting DC listed on 
the table. The result is dependent on how well you roll 
listed below. You can also roll a Crafting skill check even if 
your Crafting skill meets the required amount in an attempt 
to reduce less materials, however if you do; you run the 
risk of potentially failing to craft the item. 

Failed. You fail to craft the item, and you lose 1d4 of 
each material used (to a minimum of 1 material). 

Failed by 8 or more. You fail to craft the item, and you 
lose 1d6 of each material used. 

Succeeded. You craft the item and use all the required 
materials. 

Succeeded by 8 or more. You craft the item and use 
1d4 less material from one material used (to a minimum of 
1 material). 


Assistance. |f another creature assists you in crafting 
the item you are attempting to craft, the crafting time is 
reduced by half for every additional creature that assists. 
(An item that has a crafting time of 1 hour is reduced to 30 
minutes if one creature assists, and to 15 minutes if two 
creatures assist) However, they must also succeed in the 
crafting check if their crafting skill does not meet the 
required amount following the crafting check rules above. 
If they fail, the item fails to be crafted even if you or any 
other creatures succeed. 
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Decay and Repair 
“Sure, I'll just pull a toolbox out from behind a 
conveniently-placed rock and get to work.” 

- Raul Tejada 


In the wasteland, you’re lucky to have equipment that’s in 
good shape. Weapons and armor can degrade over time 
and regular maintenance is a commodity many 
wastelanders are in need of. Those with high crafting skill 
bonuses can repair items with ease. 

Decay with all items. Any item can have a level of 
decay, to a total of nine. Items can only gain levels of 
decay in three ways: If the item specifies it gains levels of 
decay in a unique way (like weapons and armor described 
below), if the item takes damage from a targeted attack, or 
if your GM rules that the item gains levels of decay from a 
unique situation or scenario. When an item gains its tenth 
level of decay; it breaks and ceases function. Each level of 
decay does not apply an effect to the item unless the item 
is a weapon, piece of armor, or it has special properties 
that specify. 

Broken items. When an item gains its tenth level of 
decay and breaks, it cannot be used or operated. It 
ceases function, cannot apply benefits, or gain any 
benefits from mods, upgrades, abilities, or perks. 
However, a broken item still retains its load and can be 
used as an improvised weapon. 

Armor Decay. Unlike other items, armor cannot be the 
target of a targeted attack and instead gains levels of 
decay in unique ways. Armor gains a level of decay if you 
are wearing it and; you are the target of an attack that is a 
critical hit, or whenever you fall to 0 hit points. When any 
piece of armor has levels of decay, its AC and DT bonus 
are each decreased by a number equal to half the amount 
of levels of decay it has, rounded down. Note: Your AC 
cannot be lower than 10 from levels of decay, nor can your 
DT be lower than 0. (For example: Your character is 
wearing steel armor and it gains its fourth level of decay. 
Since steel armor gives you an AC of 13 and a DT of 2, 
your AC is instead 11 and your DT is 0. This is because 
you halve the levels of decay you have, and subtract that 
from your AC and DT total. In this case, half of 4 is 2, so 
you subtract 2 from your AC and DT until the armor is 
repaired.) 


Weapon Decay. If you ever critically fail your attack roll 
with the weapon, it gains a level of decay (Critical fail rules 
are on pg 102). When a weapon has a level of decay, its 
attack rolls are decreased by a number equal to each level 
of decay it has. (For example: Alabaster attacks a super 
mutant with his sniper rifle. His sniper rifle currently has 
three levels of decay. He rolls a d20 and gets a 12, he 
adds his guns skill bonus which is 8 for a total of 20. 
However, since his sniper rifle has three levels of decay, 
he subtracts the total by 3 for a total of 17.) 

Repairing Items. You can repair one level of decay 
from any item so long as you succeed a crafting check, 
and spend the required time and materials listed in the 
"Vault-Tec Item Blueprint Encyclopedia” table below. Each 
item has a repair bonus listed in the table, you must 
succeed a crafting skill check to repair an item. The DC is 
equal to 10 + the bonus listed. If your crafting skill bonus is 
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equal to the bonus listed in the table, you automatically 
succeed this roll. If you fail, the item does not lose any 
levels of decay, you spend half as much time as you 
normally would, and you use half the materials (rounded 
down) you would have used. 

Repairing a Broken Item. To repair a broken item, you 
must spend the required time and resources multiplied by 
5, all at the same time. Additionally, the repair bonus/DC is 
increased by 5. If you repair a broken item in this way, it is 
no longer broken and instead has five levels of decay. 

Using another Weapon for Repair Materials. |nstead 
of using the required materials to repair an item, you can 
instead use a copy of the item or an item that has similar 
statistics. If you do, you repair an additional level of decay 
so long as the item you use for materials has 5 or less 
levels of decay. 
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The Item Blueprint Encyclopedia 


Armor 


DC Time. DC Time 


Multilayered | +3 Any combination of leather and cloth 10 minutes | +5 x6 cloth and x6 leather. 2 hours. 
to equal 3 total junk items. 
Ballistic +10 x2 ballistic fiber. 10 minutes | +20 x15 ballistic fiber. 1 hour. 
Weave 
ee | x2 steel and x1 leather. x20 steel, x10 screws, and x10 
leather. 


Armor Upgrades 


Crafting DC Crafting Materials 
time 


Camouflage Rank 1: +6 : x4 paint 
Rank 2: +10 : x5 cloth, x4 rubber 
Rank 3: +16, or : x3 adhesive, x5 leather, x3 paint. 
Sneak skill bonus 
equal to +8. 


: no materials required. 
: no materials required. 
: x6 adhesive, x5 rubber, x4 springs. 


Rank 1: x5 of each material required to craft the type armor you are 
modifying. 
Rank 2: x5 of each material required to craft the type armor you are 
modifying. 
Rank 3: x8 of each material required to craft the type armor you are 
modifying. 


Lead Lined : Rank 1: x6 lead, x6 adhesive. 
Rank 2: x6 lead, x6 adhesive. 
Rank 3: x6 lead, x6 adhesive. 


Strengthened : Rank 1: x5 of each material required to craft the type armor you are 
modifying, x5 adhesive. 
Rank 2: x5 of each material required to craft the type armor you are 
modifying, x5 adhesive. 
Rank 3: x5 of each material required to craft the type armor you are 
modifying, x5 adhesive. 


Rank 1: x3 of each material required to craft the type armor you are 
modifying, x3 adhesive. 
Rank 2: x3 of each material required to craft the type armor you are 
modifying, x3 adhesive. 
Rank 3: x5 of each material required to craft the type armor you are 
modifying, x5 adhesive. 


Pocketed : Rank 1: x4 cloth, x5 leather, x3 adhesive. 
Rank 1: x6 cloth, x8 leather, x3 adhesive. 
Rank 1: x8 cloth, x10 leather, x4 adhesive. 


Reinforced : Rank 1: x5 of each material required to craft the type armor you are 
: modifying, x5 adhesive, x5 screws. 

: Rank 2: x5 of each material required to craft the type armor you are 
modifying, x5 adhesive, x5 screws. 

Rank 3: x8 of each material required to craft the type armor you are 
modifying, x8 adhesive, x8 screws. 


Hardened : Rank 1: x6 of each material required to craft the type armor you are 
: modifying, x6 adhesive, x6 screws. 

: Rank 2: x6 of each material required to craft the type armor you are 
modifying, x6 adhesive, x6 screws. 

Rank 3: x6 of each material required to craft the type armor you are 
modifying, x6 adhesive, x6 screws. 


Power Armor 


Successfully crafting fully functioning power armor is an extremely difficult task. Each day you spend crafting power armor, 
you must succeed the Crafting skill check (unless your crafting bonus is equal to the DC) and you must spend the required 


crafting materials each day. If you ever fail this crafting check, the entire armor build is failed and you must restart. 


If another 


creature assists you in crafting power armor, the crafting time is still reduced however you still require the same amount of 


materials. Instead of using the materials each day, multiple all the required materials by the original crafting time. 


Crafting DC Crafting Materials 
Power Armor +20 x8 aluminum, x2 circuitry, x4 gear, x1 nuclear material, x5 oil, x10 plastic, x3 
Chassis rubber, x9 screws, x2 spring, x14 steel. 


Crafting DC Crafting Materials 


x1 power armor chassis, x8 aluminum, x1 circuitry, x4 gear, x1 nuclear 
material, x5 oil, x10 plastic, x3 rubber, x9 screws, x2 spring, x14 steel. 


x1 power armor chassis, x8 aluminum, x1 circuitry, x4 gear, x1 nuclear 
material, x5 oil, x10 plastic, x3 rubber, x9 screws, x2 spring, x14 steel. 


x1 power armor chassis, x8 aluminum, x1 circuitry, x4 gear, x1 nuclear 
material, x5 oil, x10 plastic, x3 rubber, x9 screws, x2 spring, x14 steel. 


x1 power armor chassis, x8 aluminum, x1 circuitry, x4 gear, x1 nuclear 
material, x5 oil, x10 plastic, x3 rubber, x9 screws, x2 spring, x14 steel. 


x1 power armor chassis, x8 aluminum, x1 circuitry, x4 gear, x1 nuclear 
material, x5 oil, x10 plastic, x3 rubber, x9 screws, x2 spring, x14 steel. 


Power Armor Upgrades 


Crafting DC Crafting Materials 


Explosive Rank 1: +12 Rank 1: x5 adhesive, x4 aluminum, x5 ceramic. 
Shielding Rank 2: +18 Rank 2: x5 adhesive, x4 aluminum, x5 ceramic. 
Rank 3: +24 Rank 3: x5 adhesive, x4 aluminum, x5 ceramic. 


Crafting 
time 


7 days. 


Crafting 


time 


10 days. 


14 days. 


18 days. 


25 days. 


30 days. 


Crafting 
time 


3 hours. 


Prism shielding Rank 1: Crafting +12 x4 adhesive, x2 aluminum, x4 nuclear material, x4 rubber. 3 hours. 
and Science +6 x4 adhesive, x2 aluminum, x4 nuclear material, x4 rubber. 
Rank 2: Crafting +18 x4 adhesive, x2 aluminum, x4 nuclear material, x4 rubber. 
and Science +9 
Rank 3: Crafting +24 
and Science +12 


Emergency Rank 1: Crafting +12 x7 adhesive, x7 aluminum, x10 circuitry, x9 nuclear material. 3 hours. 
protocols and Science +6 x7 adhesive, x7 aluminum, x10 circuitry, x9 nuclear material. 
Rank 2: Crafting +18 
and Science +9 


Kinetic dynamo Crafting +18 and x7 adhesive, x5 aluminum, x5 ceramic, x5 rubber. 3 hours. 
Science +9 


Tesla Coils Rank 1: Crafting +12 Rank 1: x9 adhesive, x7 aluminum, x10 copper, x5 fiber optics, x10 rubber. 3 hours. 
and Science +8 Rank 2: x9 adhesive, x7 aluminum, x10 copper, x5 fiber optics, x10 rubber. 
Rank 2: Crafting +18 Rank 3: x9 adhesive, x7 aluminum, x10 copper, x5 fiber optics, x10 rubber. 
and Science +11 
Rank 3: Crafting +24 
and Science +14 


Reactive Plates Rank 1: +14 x9 adhesive, x7 aluminum, x7 asbestos, x9 nuclear material. 3 hours. 
Rank 2: +20 x9 adhesive, x7 aluminum, x7 asbestos, x9 nuclear material. 
Rank 3: +26 x9 adhesive, x7 aluminum, x7 asbestos, x9 nuclear material. 


Core Assembly Rank 1: Crafting +12 x7 adhesive, x9 aluminum, x65 circuitry, x5 nuclear material. 3 hours. 
and Science +6 x7 adhesive, x9 aluminum, x65 circuitry, x5 nuclear material. 
Rank 2: Crafting +18 x7 adhesive, x9 aluminum, x65 circuitry, x5 nuclear material. 
and Science +9 
Rank 3: Crafting +24 
and Science +12 


Jet Pack Crafting +20 and x5 adhesive, x9 aluminum, x8 asbestos, x10 nuclear material. 3 hours. 
Science +12. 


Sensor Array Rank 1: Crafting +12 x4 adhesive, x5 aluminum, x4 fiberglass, x4 fiber optics. 3 hours. 
and Science +6 x4 adhesive, x5 aluminum, x4 fiberglass, x4 fiber optics. 
Rank 2: Crafting +18 x4 adhesive, x5 aluminum, x4 fiberglass, x4 fiber optics. 
and Science +9 
Rank 3: Crafting +24 
and Science +12 


VATS matrix Rank 1: +12 x4 adhesive, x3 aluminum, x4 circuitry, x3 fiber optics. 3 hours. 
overlay Rank 2: +18 x4 adhesive, x3 aluminum, x4 circuitry, x3 fiber optics. 


Internal database Crafting +10 and x6 adhesive, x6 crystal, x5 circuitry, x4 fiber optics. 3 hours. 
Science +3 


Targeting HUD Rank 1: Crafting +12 x6 adhesive, x5 aluminum, x6 circuitry, x4 copper. 3 hours. 
and Science +6 x6 adhesive, x5 aluminum, x6 circuitry, x4 copper. 
Rank 2: Crafting +18 x6 adhesive, x5 aluminum, x6 circuitry, x4 copper. 
and Science +9 
Rank 3: Crafting +24 
and Science +12 


Headlamp Rank 1: +10 x1 adhesive, x1 copper, x1 fiber optics. 
Rank 2: +14 x1 adhesive, x1 copper, x1 fiber optics. 
Rank 3: +18 x1 adhesive, x1 copper, x1 fiber optics. 
Rusty knuckles x3 adhesive, x8 cloth, x6 steel. 3 hours. 


Optimized bracers | Rank 1: +12 Rank 1: x3 adhesive, x4 aluminum, x3 ceramic, x3 steel. 3 hours. 
Rank 2: +18 Rank 2: x3 adhesive, x4 aluminum, x3 ceramic, x3 steel. 
Rank 3: +24 Rank 3: x3 adhesive, x4 aluminum, x3 ceramic, x3 steel. 


Calibrated Shocks | Rank 1: Crafting +12 : x4 adhesive, x7 aluminum, x5 fiberglass. 3 hours. 
and Science +6 : x4 adhesive, x7 aluminum, x5 fiberglass. 
Rank 2: Crafting +18 : x4 adhesive, x7 aluminum, x5 fiberglass. 
and Science +9 


Rank 3: Crafting +24 
and Science +12 


Overclock Rank 1: +12 Rank 1: x7 adhesive, x9 aluminum, x5 circuitry, x 6 oil, x5 nuclear material. 3 hours. 
Hydraulics Rank 2: +18 Rank 2: x7 adhesive, x9 aluminum, x5 circuitry, x 6 oil, x5 nuclear material. 
Rank 3: +24 Rank 3: x7 adhesive, x9 aluminum, x5 circuitry, x 6 oil, x5 nuclear material. 


Super Mutant +15 
Fitting 


Bladed Melee Weapons 


Type Repair | Repair Materials Crafting | Required Crafting Materials Repair/Crafting time 
DC DC 
x1 crafting material x1 adhesive 5 minutes/1 hour. 
x1 crafting material x2 wood 
x3 steel 
Switchblade +1 x1 crafting material x1 adhesive 5 minutes/1 hour. 
x1 crafting material x1 gear 
x2 screws 
x3 steel 
Sharpened Pole x1 wood repairs two levels x2 wood 6 AP/15 minutes. 
of decay instead of one. 
Combat Knife x1 crafting material x1 adhesive 5 minutes/1 hour. 
x1 crafting material x2 wood 
x4 steel 


Throwing Knife x1 x1 crating material | material + 5 minutes/1 hour. 


eo x1 cas _l material x1 adhesive 5 minutes/1 hour. 


x1 crafting material x2 wood 
Chinese Officer Sword 


x2 steel 


x1 crafting material x4 aluminum 10 minutes/2 hours. 
x1 crafting material x4 oil 
x3 steel 


Cleaver 
Fire Axe 


x1 crafting material +5 x2 oil 5 minutes/1 hour. 
x7 steel 
x5 wood 


x1 crafting material 


x1 crafting material +5 x1 oil 5 minutes/1 hour. 
x1 crafting material x1 screws 
x3 steel 


x2 wood 


Bumper Sword x1 Car Bumper repairs two | +5 x1 Car Bumper 5 minutes/1 hour. 
levels of decay instead of x3 steel 
one, or 
x1 crafting material 
x1 crafting material 


x1 crafting material +5 x2 wood 5 minutes/1 hour. 
x1 crafting material. x2 screws 
x3 steel 


xx1 crafting material x1 leather 5 minutes/1 hour. 
x1 crafting material x5 plastic 

x3 screws 

x8 steel 


Assaultron Blade x1 crafting material x4 aluminum 15 minutes/2 hours. 
x1 crafting material x1 Assaultron circuit board 
x1 crafting material x4 gear 
x4 oil 
x6 plastic 
x7 screws 
x13 steel 


Mr. Handy buzz blade x1 crafting material x5 aluminum 15 minutes/2 hours. 
x1 crafting material x4 gear 
x1 crafting material x1 fuel 
x4 plastic 
x4 rubber 
x5 SCrews 
x9 steel 


x1 crafting material x8 adhesive 10 minutes/2 hours. 
x1 crafting material x1 oil 
x1 crafting material x8 screws 

x10 steel 

x5 wood 


x1 crafting material x1 adhesive 5 minutes/1 hour. 
x1 crafting material x2 wood 
x3 steel 


x1 Ski repairs up to three 5 minutes/1 hour. 
levels of decay, or 
x1 crafting material 


x1 crafting material x2 adhesive 5 minutes/1 hour. 
x1 crafting material x2 oil 

x3 screws 

x11 steel 

x3 wood 


x1 crafting material x1 adhesive 5 minutes/1 hour. 
x1 crafting material x1 oil 

x1 screws 

x6 steel 

x4 wood 


Blunt Melee Weapons 


Type Repair | Repair Materials Crafting | Crafting Materials Repair/Crafting time 
DC DC 
Police Baton +3 x1 crafting material +10 x3 plastic 10 minutes/2 hours. 
x1 crafting material. x1 rubber 
x5 steel 
1 5 


x1 crafting material 
x1 crafting material. 


x2 gear 5 minutes/1 hour. 
x1 oil 
x7 steel 
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Sledgehammer +1 x1 crafting material x3 Screws 5 minutes/1 hour. 
x1 crafting material. x10 steel 
x6 wood 


Baseball Bat a x1 crafting material | 5 minutes/1 hour. 


Super Sledge x1 crafting material x7 aluminum 10 minutes/2 hours. 
x1 crafting material x7 gear 
x1 crafting material. x10 plastic 
x6 screws 
x9 spring 
x17 steel 
+1 x1 crafting material x1 gear 5 minutes/2 hours. 
x1 crafting material x8 screws 
x1 crafting material. x10 steel 
x5 steel 


Dress cane +1 x1 crafting material +5 x1 rubber 5 minutes/1 hour. 
x3 wood 


Lead pipe x1 crafting material 5 minutes/1 hour. 
Rolling pin = x1 crafting material a 5 minutes/1 hour. 


Shovel x1 crafting material x3 screws 5 minutes/1 hour. 
x1 crafting material. x5 steel 
x6 wood 


Pool cue x1 crafting material x2 plastic 5 minutes/1 hour. 
x8 wood 
Bone Club x1 crafting material x1 Large Animal Bone 5 minutes/ You... you 
just pick it up. 


} Commie Whacker Whacker pt fa x1 crating material | material 5 fxs Splsic 5 }Sminutes/t hour. | hour. 


Paddle Ball x1 = material x1 wood 5 minutes/1 hour. 
x2 plastic 


Board with a nail x1 crafting material x1 wood The time it takes you 
x1 Nail to hammer that board 
with a nail. 


Protest Sign +1 x1 crafting material +1 x1 wood 5 minutes/1 hour. 
x1 crafting material x1 Cardboard 


x1 crafting material x4 aluminum 10 minutes/2 hours. 
x1 crafting material x3 leather 
x1 crafting material. x5 screws 

x14 steel 

x5 tin can 


Mechanical Melee Weapons 


Type Repair | Repair Materials Crafting | Crafting Materials Repair/Crafting time 
DC DC 
10 


Cattle Prod 

Chainsaw +3 x1 crafting material 
x1 crafting material 
x1 crafting material. 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material 


an ; 
Plasma Cutter +5 
Shishkebab + 


Unarmed Armor Upgrades 


x1 crafting material 
x1 crafting material 


x1 crafting material 
x1 crafting material 


x1 crafting material. 


x1 crafting material. 


x1 crafting material. 


x1 crafting material. 


x1 crafting material. 
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x1 adhesive 10 minutes/2 hours. 
x1 aluminum 

x2 circuitry 

x2 plastic 

x2 rubber 

x2 spring 

x4 steel 


x7 aluminum 10 minutes/2 hours. 
x10 fuel 

x11 gear 

x7 oil 

x10 screws 

x23 steel 


x10 aluminum 10 minutes/1 hour. 
x15 fuel 

x14 gear 

x9 oil 

x14 screws 

x28 steel 


x2 aluminum 10 minutes/1 hour. 
x2 gear 

x3 screws 

x10 steel 


x5 aluminum 10 minutes/3 hours. 
x7 Nuclear Component 

x5 circuitry 

x8 rubber 

x10 steel 


x9 aluminum 10 minutes/2 hours. 
x6 copper 

x9 leather 

x8 gear 

x15 steel 

x9 screws 

x5 fuel 


Repair Materials Crafting Materials Repair/Crafting time 
DC DC 


Brass Knuckles EE crafting material 
x1 crafting material = 5 minutes/1 hour. 


Spiked Knuckles 


Boxing Gloves x1 crafting material 
x1 crafting material. 


Boxing Tape +1 


x3 steel 
x4 Nails 


x3 leather 5 minutes/1 hour. 
x1 rubber 
x3 screws 


x1 crafting material 5 minutes/1 hour. 


+ 


x1 crafting material x5 copper 
x1 crafting material. x3 oil 
x4 rubber 
x9 steel 


Death Tambo 
Bear Skull Arm 


Deathclaw Gauntlet 


Bear Trap Fist 


Melee Weapon Mods 


+ 


x1 aluminum 
x1 Bear skull 
x1 adhesive 
x1 steel 

x1 screws 


x1 crafting material 
x1 crafting material. 


x1 adhesive 

x2 plastic 

x1 rubber 

x1 spring 

x3 steel 

x1 Deathclaw hand 
x3 screws 


x1 crafting material 
x1 crafting material 
x1 crafting material. 


+ 


x2 adhesive 
x1 Bear Trap 
x1 spring 

x2 steel 

x2 screws 


x1 crafting material 
x1 crafting material. 


+ 


x1 crafting material x6 aluminum 

x1 crafting material x9 gear 

x1 crafting material x6 oil 

x1 crafting material. x12 plastic 
x11 rubber 
x10 screws 
x14 steel 


Crafting DC Crafting Materials 


+ 
(o>) 


- 


x3 of each material required to craft the type of melee weapon you are 
modifying, x3 adhesive or x3 screws. 


Double Sided +6 x1 copy of the weapon that has no levels of decay, x3 adhesive and x3 
screws. 
: 


x3 of each material required to craft the type of melee weapon you are 
modifying, x5 adhesive and x5 screws. 


x5 of each material required to craft the type of melee weapon you are 
modifying, x3 adhesive and x3 screws. 


Upgraded +10 


None. 


Light Build + 


Sharpened, 
Serrated, or 
Barbed. 


10 
10 None. 


x5 of each material required to craft the type of melee weapon you are 
modifying, x5 adhesive or x5 screws. 
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5 minutes/1 hour. 


5 minutes/1 hour. 


5 minutes/1 hour. 


5 minutes/1 hour. 


5 minutes/1 hour. 


Crafting 
time 

5 
minutes. 


30 
minutes 


Gunpowder 


No. crafted Crafting, Crafting Materials Crafting time 
Science, or 
Explosives DC 


Ammunition 


Type No. of single | Crafting | Crafting Materials Crafting time 
ammunitions | DC 
crafted 


[avin [os ___ | _[ameoraroenaxoen (iver 
a Cc a Oe 
[ssrmanm [ss _|samoraroenexeoen —_—tvaw 
Pansoum [a _ [oe enema as bao te 
a CC eC 
Ee (CR CA 
CC 


En CO 
Ca CC ST 
fom [es [aanentzone ime 
a ee ee 
Ea CT 


HEAVY Crafting / Crafting Materials Crafting time 
AMMUNITION Explosive DC. 
Crafting this item is redundant, as it’s a singular 
source of fuel. 
+25/+20 x5 adhesive, x4 circuitry, 12 hours. 
x3 lead, x5 nuclear material, x10 screws, x10 steel. 
+15/+10 x5 adhesive, x8 screws, 1 hour. 
x4 spring, x15 gunpowder, x8 steel. 
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Energy Ammunition 


No. of single | Science | Crafting Materials Crafting 
ammunitions time 
crafted 


x1 crystal, x5 lead, x8 steel 
x4 copper, x8 lead, x4 plastic 


Cannot be crafted. ie 
x5 lead, x15 steel 


Special Ammunition. 

The table below lists the additional crafting materials needed to craft the special ammunition for a type of ammunition. 
Additionally, the crafting DC increases by an amount equal to the Crafting DC listed on the special ammunition table below. 
For example; crafting six 308 rounds requires x5 gunpowder, x8 lead, and x12 steel. To craft armor piercing .308 rounds, add 
the amount listed in the table to the .308 crafting materials, and the crafting DC. Thus, to craft six armor piercing .308 rounds 
requires x5 gunpowder, x16 lead, x20 steel with a crafting DC of +12. 


Ca Ce 
Ca A 
Ce Ce 
Cn 
CC er 
omvaig [enacmave [mrs apie 


x6 copper, x12 lead, x6 plastic. 
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Special Energy Weapons Ammunition 


modifier. 
em 


Multiply each required crafting material by 5 
Syringes (Special Ammunition) 


Type Medicine or Crafting Materials. 
Science DC 
modifier. 
Stimpak Loader x2 adhesive and x2 steel 
Chem Loader x2 adhesive and x2 steel 


Radscorpion x2 adhesive, x3 radscorpion stinger, x2 steel. 
Venom 


Endangerol x1 acid, x1 glass, x1 med-x, x1 lead. 


Yellow Belly ili 


x1 mentants, x3 acid, x1 fertilizer, x1 glass, x2 
silver. 


Lock Joint 
Myopic Serum 


Mind Cloud 


+2 

+4 

+6 
10 


x1 acid, x1 circuitry, x2 hubflower, x2 dirty 
water, 80z blood, x1 steel. 


x1 stingwing barb, x2 tarberry. 


x1 abraxo cleaner, x2 asbestos, x1 glass, x1 
purified water. 
x4 acid, x2 glass, x5 med-x, x1 lead. 


+2 
+2 
+2 
+4 
+4 
+4 
+6 
+6 
+8 
+8 
+9 
10 
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Pistols 


Repair Materials Crafting | Crafting Materials | Repair/Crafting time 
DC 


x1 crafting material 
x1 crafting material. 
Acid Soaker +2 x1 crafting material x2 adhesive 5 minutes/4 hours. 
x1 crafting material. x1 glass 
x2 oil 
x2 plastic 
x5 screws 
x10 steel 
Pipe pistol +4 x1 crafting material 
x1 crafting material. 


Bolt-action Pipe x1 crafting material 
x1 crafting material. 


x7 aluminum 5 minutes/4 hours. 
x2 asbestos 

x3 rubber 

x6 screws 


or 


x2 adhesive 5 minutes/2 hours. 
x2 gears 

x2 oil 

x2 screws 

x2 spring 

x13 steel 


oi 


+ + 
pty F 


x2 adhesive 5 minutes/2 hours. 
x1 gears 

x2 oil 

x3 screws 

x8 steel 


x1 crafting material x3 adhesive 10 minutes/6 hours. 
x1 crafting material x3 oil 
x1 crafting material. x7 screws 

x18 steel 


x2 adhesive 5 minutes/4 hours. 
x2 oil 

x6 screws 

x16 steel 


5.56mm pistol x1 crafting material x11 aluminum 10 minutes/6 hours. 
x1 crafting material x8 adhesive 
x1 crafting material. x11 screws 
x13 spring 
x17 steel 
Pipe revolver x1 crafting material 
x1 crafting material. 


.357 Magnum x1 crafting material 
Revolver x1 crafting material. 


x1 crafting material 
x1 crafting material 
x1 crafting material. 


i 


x2 adhesive 5 minutes/2 hours. 
x2 gears 

x2 oil 

x2 screws 

x2 spring 

x13 steel 


+ 


+ 
oa (o>) 


x2 adhesive 5 minutes/4 hours. 
x2 oil 

x6 screws 

x16 steel 


+ 
= 
oO 


x3 adhesive 5 minutes/4 hours. 


.44 Magnum x1 crafting material 
Revolver x1 crafting material. x3 oil 
x7 screws 


x18 steel 


Walther PPK 
12.7mm pistol i 


Ranger Sequoia 


Sub-Machine Guns 


x1 crafting material 
x1 crafting material 
x1 crafting material. 


x1 crafting material 
x1 crafting material 
x1 crafting material. 


x1 crafting material 
x1 crafting material 
x1 crafting material. 


x2 gears 
x2 oil 

x7 screws 
x2 spring 
x20 steel 


x11 aluminum 
x8 adhesive 
x11 screws 
x13 spring 

x17 steel 


x5 adhesive 
x5 oil 

x12 screws 
x20 steel 
x9 wood 


5 minutes/6 hours. 


10 minutes/6 hours. 


10 minutes/6 hours. 
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Repair Materials Crafting Materials Repair/Crafting time 
DC DC 


H&H Tools nail gun 


aa 
12.7mm SMG 


x1 crafting material 


x1 crafting material. 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material. 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material. 


x1 crafting material. 


x1 crafting material. 


x2 aluminum 5 minutes/2 hours. 
x2 gear 
x3 screws 


x10 steel 


x3 adhesive 
x4 aluminum 


x6 screws 
x5 spring 
x25 steel 


x2 adhesive 
x3 aluminum 
x3 gear 

x2 oil 

x4 screws 
x2 spring 
x23 steel 


10 minutes/3 hours. 


10 minutes/2 hours. 


10 minutes/2 hours. 


x14 screws 
x8 spring 
x30 steel 
x7 wood 


x11 aluminum 
x8 adhesive 
x11 screws 
x13 spring 
x17 steel 


10 minutes/4 hours. 
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Rifles 


Types Repair | Repair Materials Crafting | Crafting Materials Repair/Crafting time 
DC DC 


x2 adhesive 5 minutes/1 hour. 
x2 screw 
x10 steel 


x1 crafting material 
x1 crafting material. 


x5 adhesive 5 minutes/2 hour. 
x5 gear 

x4 oil 

x10 screws 

x7 spring 

x18 steel 

x8 wood 


Lever Action Rifle x1 crafting material 
x1 crafting material 


x1 crafting material. 


x3 adhesive 5 minutes/2 hour. 
x2 gear 

x2 oil 

x7 screws 

x3 spring 

x9 steel 

x5 wood 


Cowboy Repeater 


Varmint Rifle 


x1 crafting material 
x1 crafting material 
x1 crafting material 
x1 crafting material. 


x6 adhesive 5 minutes/2 hour. 
x7 gear 

x5 oil 

x12 screws 

x10 spring 

x20 steel 

x10 wood 


x1 crafting material 
x1 crafting material 
x1 crafting material. 


x8 adhesive 10 minutes/3 hours. 
x7 gear 

x6 nuclear material 

x8 oil 

x7 plastic 

x16 screws 

x30 steel 


x1 crafting material 
x1 crafting material 
x1 crafting material 
x1 crafting material. 


Railway Rifle 
Junk Jet 
Sniper Rifle 


x12 adhesive 10 minutes/3 hours. 
x5 gear 

x3 nuclear material 

x10 oil 

x8 plastic 

x20 screws 

x30 steel 


x1 crafting material 
x1 crafting material 
x1 crafting material 
x1 crafting material. 


x7 adhesive 5 minutes/3 hours. 
x4 gear 

x4 oil 

x11 screws 

x7 spring 

x24 steel 

x7 wood 


x1 crafting material 
x1 crafting material 
x1 crafting material 
x1 crafting material. 


Trail Carbine +3 x1 crafting material +10 x8 adhesive 5 minutes/3 hours. 
x1 crafting material x9 gear 
x1 crafting material x7 oil 
x1 crafting material. x14 screws 
x12 spring 
x23 steel 
x13 wood 


Assault Rifle +5 x1 crafting material 
x1 crafting material 
x1 crafting material 
x1 crafting material. 


Anti-Material Rifle +6 x1 crafting material 
x1 crafting material 
x1 crafting material 
x1 crafting material. 


Shotguns 


Type Repair | Repair Materials Crafting | Crafting Materials 
DC DC 


Lever-action Shotgun x1 crafting material 


x1 crafting material 


x1 crafting material. 


Single Shotgun x1 crafting material 


x1 crafting material 


x1 crafting material. 


Sawed-off Shotgun x1 crafting material 


x1 crafting material 


x1 crafting material. 


x1 crafting material 
x1 crafting material. 


Combat Shotgun x1 crafting material 
x1 crafting material 


x1 crafting material 


x1 crafting material. 


Riot Shotgun x1 crafting material 
x1 crafting material 


x1 crafting material 


x1 crafting material. 


Double Barrel Shotgun x1 crafting material 


x2 adhesive 
x3 aluminum 
x3 gear 

x2 oil 

x4 screws 
x2 spring 
x23 steel 


x9 adhesive 

x10 gear 

x3 nuclear material 
x8 oil 

x15 screws 

x15 spring 

x28 steel 

x14 wood 


x2 adhesive 
x2 oil 

x6 screws 
x16 steel 
x5 wood 


x6 adhesive 
x4 gear 

x4 oil 

x9 screws 
x6 spring 
x22 steel 


x4 adhesive 
x3 gear 

x4 oil 

x7 screws 
x16 steel 
x7 wood 


x8 adhesive 
x6 gear 

x6 oil 

x11 screws 
x9 spring 
x24 steel 


x8 adhesive 


x11 screws 
x9 spring 
x32 steel 
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10 minutes/2 hours. 


15 minutes/4 hours. 


Repair/Crafting time 


5 minutes/2 hour. 


5 minutes/2 hour. 


5 minutes/2 hour. 
5 minutes/2 hour. 


5 minutes/4 hours. 


10 minutes/4 hours. 
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Big Guns 


Repair Materials Crafting Materials Repair/Crafting time 
DC DC 


x1 crafting material x11 adhesive 5 minutes/3 hours. 
x1 crafting material x15 asbestos 
x1 crafting material x10 copper 
x1 crafting material. x13 rubber 
x12 screws 
x11 spring 
x34 steel 


x1 crafting material x7 adhesive 15 minutes/4 hours. 
x1 crafting material x10 aluminum 
x1 crafting material x12 gear 
x1 crafting material. x8 leather 
x20 screws 
x17 spring 
x39 steel 


x1 crafting material x8 adhesive 15 minutes/4 hours. 
x1 crafting material x9 aluminum 
x1 crafting material x19 gears 
x1 crafting material. x10 oil 
x14 screws 
x19 spring 
x46 steel 


x1 crafting material x10 aluminum 5 minutes/2 hours. 
x1 crafting material x30 screws 
x1 crafting material x5 nuclear material 
x1 crafting material. x40 steel 
x20 spring 
x15 rubber 
x8 circuitry 


Energy Weapons 


Repair Materials Crafting Materials Repair/Crafting time 
DC DC 


Solar Scorcher x1 crafting material x4 aluminum 5 minutes/2 hours. 
x1 crafting material x4 circuitry 
x1 crafting material. x7 glass 
x6 screws 
x20 steel 
x2 solar panel 


Laser pistol +3 x1 crafting material x4 aluminum 5 minutes/2 hours. 
x1 crafting material x4 circuitry 
x1 crafting material. x4 crystal 
x3 fiber optics 
x7 glass 
x6 screws 
x20 steel 
Laser rifle +3 x1 crafting material x4 aluminum 5 minutes/2 hours. 
x1 crafting material x4 Circuit 
x1 crafting material x4 crystal 
x1 crafting material. x4 fiber optics 
x7 glass 
x7 screws 
x24 steel 


Automatic laser rifle 


Tri-Beam laser rifle 


Plasma pistol 
Plasma rifle 


Multiplas rifle 


Tesla cannon 


Cryolator 


+5 


+5 


+8 


+8 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material. 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material. 


x1 crafting material 
x1 crafting material 


x1 crafting material. 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material. 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material. 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material. 


x1 crafting material 


x1 crafting material. 


x1 crafting material 
x1 crafting material 
x1 crafting material 


x1 crafting material. 


x4 aluminum 
x4 circuitry 
x4 crystal 

x5 fiber optics 
x7 glass 

x7 Screws 
x24 steel 


x4 aluminum 
x4 circuitry 
x6 crystal 

x5 fiber optics 
x10 glass 

x7 screws 


x4 adhesive 

x4 circuitry 

x3 fiber optics 

x4 glass 

x3 nuclear material 
x7 screws 

x24 steel 


x5 adhesive 

x5 circuitry 

x4 fiber optics 

x5 glass 

x4 nuclear material 
x9 screws 

x26 steel 


x5 adhesive 

x5 circuitry 

x4 fiber optics 

x5 glass 

x4 nuclear material 
x9 screws 

x26 steel 


x16 adhesive 

X11 circuitry 

x8 crystal 

x7 nuclear material 
x15 plastic 

x19 screws 

x25 steel 


x4 adhesive 

x4 nuclear material 
x12 plastic 

x7 screws 

x15 steel 


x8 adhesive 
x8 circuitry 
x8 glass 
x14 plastic 
X13 rubber 
X13 screws 
x34 screws 


15 minutes/3 hours. 


15 minutes/3 hours. 


5 minutes/2 hours. 


15 minutes/3 hours. 


15 minutes/3 hours. 


15 minutes/5 hours. 


5 minutes/2 hours. 


15 minutes/6 hours. 
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+ 
foe) 


Crystalizing Cryolator 


x1 crafting material x8 adhesive 15 minutes/6 hours. 
x1 crafting material x8 circuitry 
x1 crafting material x8 glass 
x1 crafting material. x14 plastic 
x13 rubber 
x13 screws 
x34 screws 


+ 
wo 


x1 crafting material x8 aluminum 10 minutes/4 hours. 
x1 crafting material x4 circuitry 
x1 crafting material x4 nuclear material 
x1 crafting material. x11 screws 
x2 silver 
x2 spring 
x10 steel 


x1 crafting material x10 aluminum 15 minutes/5 hours. 
x1 crafting material x6 circuitry 
x1 crafting material x6 nuclear material 
x1 crafting material. x15 screws 
x4 silver 
x5 spring 
x20 steel 


+ 
oi 


+ 
oi 


x1 crafting material x15 aluminum 15 minutes/6 hours. 
x1 crafting material x12 circuitry 
x1 crafting material x9 crystal 
x1 crafting material. x12 fiber optics 
x12 gears 
x21 plastic 
x32 steel 


Crafting Materials Crafting 
time 

x1 circuitry, x4 gears, x2 glass, x3 oil, x8 screws. 4 hours 

x6 steel or x12 wood. 


x1 knife with no levels of decay, x3 adhesive and x3 screws. 


x3 adhesive, x6 circuitry, x5 crystal, x4 nuclear material, x4 screws, x2 2 hours. 
gold, x6 steel. 

x5 of each material required to craft the type of ranged weapon you are 2 hours. 
modifying, x3 adhesive and x3 screws. 

x3 of each material required to craft the type of ranged weapon you are 2 hours. 
modifying, x3 adhesive, x3 screws. 

x5 of each material required to craft the type of ranged weapon you are 2 hours. 
modifying, x4 adhesive, x4 screws. 

x2 adhesive, x2 fiber optics, x2 fiberglass, x2 glass, x1 nuclear material, x2 | 4 hours. 
screws, x1 gold. 

x2 steel, x6 screws. 
x2 adhesive, x2 fiber optics, x2 fiberglass, x2 glass, x6 nuclear material, x2 | 4 hours. 
screws, x1 gold. 


Gatling laser 


Ranged Weapons Mods 


Auto-Firing Turret 


Boosted Capacitor 
Double Action 
Ergonomic Grip 


Hardened 
Receiver 
Holographic 
weapon sight 
Improved Rifling 


Increased Clip 
Size 


Infrared Scope + 


+10 
+2 
+12 
+8 
+8 
+12 
+8 
+5 
+6 
12 
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Laser Sight x2 adhesive, x2 fiber optics, x2 glass, x2 screws. 


Lucky Charm +2 and Luck ability x1 of any material, x1 of any material, x1 of any material. 
score must be 7 or 
higher. 


Muzzle Brake _—— x3 adhesive, x4 aluminum. 


On-Board Target x7 adhesive, x9 aluminum, x4 circuitry, x6 crystal, x5 fiber optics, x4 4 hours. 
Tracking nuclear material, x5 screws, x4 gold. 


Overclocked x8 adhesive, x8 circuitry, x6 crystal, x12 fiberglass, x6 gold, x6 nuclear 4 hours. 
Capacitor material, x3 screws. 


Remote x1 terminal. 4 hours. 
Controlled Turret x3 circuitry, x8 gears, x2 glass, x6 oil, x12 screws. 
x10 steel or x18 wood. 


scope “ area is oo ali 

Semi-Automatic +8 x5 of each material required to craft the type of ranged weapon you are 4 hours. 
modifying, x3 adhesive and x3 screws. 

jsitencer fe . oe ’ ene a en ii aie 


Ce is iad a ae 


+8 x3 of each material required to craft the type of ranged weapon you are 1 hour. 
modifying, x3 adhesive and x3 screws. 
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Thrown Explosives 


Type Crafting and Crafting Materials Crafting time 
Explosives DC 
Dynamite +5 and +3 x2 adhesive 30 minutes 
x4 gunpowder 
x2 oil 


Molotov Cocktail +3 and +1 x1 adhesive 30 minutes 
x2 glass 
x1 cloth 
x2 oil 
Frag Grenade +10 and +5 x2 adhesive 30 minutes 
x1 aluminum 
x8 gunpowder 
x2 oil 
x1 spring 


Plasma Grenade +10 and +5 x2 adhesive 30 minutes 
x2 aluminum 
x1 circuitry 
x3 nuclear material 
x1 Plasma cartridge 
x1 spring 
Pulse Grenade +10 and +5 x2 aluminum 30 minutes 
x1 circuitry 
x2 adhesive 
x2 nuclear material 
x1 spring 


Incendiary Grenade +5 and +3 x2 adhesive, x2 aluminum, 30 minutes 

x1 oil, x2 spring 
Flash Bang +5 and +3 x2 adhesive, x1 aluminum, 30 minutes 

x1 gunpowder, and x1 spring 


Cryogenic Grenade +15 and +10 x2 acid, x2 adhesive, x2 30 minutes 
aluminum, x2 cryo cell, x2 
nuclear material, and x1 
spring. 


Placed Explosives 


Crafting and Explosives DC | Crafting Materials Crafting time 
Long Fuse Dynamite x2 adhesive, x4 gunpowder, and x2 oil 


+10 and +5 x2 adhesive, x1 aluminum, x6 gunpowder, x2 oil, and | 1 hour. 
x1 spring 
Plasma Mine +10 and +5 x2 adhesive, x2 aluminum, x1 circuitry, x3 nuclear 1 hour. 
material, x1 microfusion cell, and x1 spring. 


+10 and +5 x2 aluminum, x1 circuitry, x2 adhesive, x2 nuclear 1 hour. 
material, and x1 spring. 
Bottlecap Mine +5 and +3 x2 steel, x10 bottle caps 1 hour. 
x5 circuitry, x2 copper, x1 steel, and x8 gunpowder. 
Cryo Mine +10 and +5 x2 acid, x2 adhesive, x2 aluminum, x2 cryo cell, x2 1 hour. 
nuclear material, x1 spring, and x2 steel. 
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C-4 plastic Explosive | +15 and +10 x2 adhesive, x5 aluminum, x15 gunpowder, x3 1 hour. 
circuitry, x2 oil, x1 spring, and x4 plastic. 


+25 and +20 x8 circuitry, x2 copper, x1 steel, x2 adhesive, x5 1 hour. 
aluminum, and x1 Mini Nuke. 


Items and Gear 


Type Crafting DC | Crafting Materials 


Crafting Time 


Bag, Backpack. x6 adhesive and x10 cloth 2 hours. 


Bag, Camping +5 x8 adhesive, x14 cloth, and x4 
Backpack. plastic. 
Bag, Range. 


Electronic Lockpick 
Electronic Lockpick 
Mk Il 


Geiger Counter 
Grappling Hook 


Powered Hazmat 
Suit 


Lockpicks 


3 hours. 


x8 adhesive, x14 cloth, and x2 2 hours. 


plastic 


x10 leather or x14 cloth. 2 hours. 
x3 steel, x8 adhesive, 
and x4 plastic. 


x5 steel 1 hour. 


x3 spring, x8 steel, and x6 screws 1 hour. 
x3 glass and x4 plastic 2 hours. 
x5 steel 1 hour. 
x4 aluminum and x3 tin 1 hour. 


x5 steel 1 hour. 


x2 adhesive, x5 aluminum, x3 3 hours. 
circuitry, and x4 spring 


1 hour. 


x2 acid, x1 aluminum, x5 plastic, x5 
steel. 


x5 glass, x4 steel, x1 circuitry. 2 hours. 


x6 plastic, x3 rubber, x2 glass, x5 3 hours. 
leather. 


x2 circuitry, x2 steel, x2 plastic, x4 4 hours. 
ceramic, x1 nuclear material 


x5 steel 1 hour. 


x10 lead, x10 rubber, x5 plastic, x2 1 hour. 
glass, and x8 leather 

x16 glass, x19 lead, x3 circuitry, 6 hours. 
X19 rubber, x25 steel. 


x3 steel, x3 aluminum. 1 hour. 


x4 adhesive, x7 aluminum, x5 4 hours. 
circuitry, and x6 spring 


+3 
+4 
+8 
+4 
+5 
+5 
+4 
+3 
+3 
+8 
+10 
+5 
+6 
+5 
+10 
+4 
+5 
+20 
+3 
+3 


1 hour. 


Stealth Boy +20 x10 circuitry, x5 crystal, x5 glass, x4 | 3 hours. 
nuclear material, x8 screws, x4 
plastic. 


Tent (one person) 


[raiewoeaome 
Chems 


Type Crafting or Crafting Materials Crafting Time 
Science DC 


x1 Buffout and x1 Jet, or; 10 minutes 
Calmex 


x1 Buffout, x2 fertilizer, and x1 
Cigarette 


plastic. 
x1 Buffout and x1 Mentats, or; 10 minutes 
x1 Buffout, x2 abraxo cleaner, x1 
brain fungus, and x1 lead. 
Coyote tobacco chew 
Daddy-O 


Ce 
ee 
ee 


x1 buffout and x2 psycho. 
x1 cave fungus, x1 radscorpion 10 minutes 
stinger, and x2 nightstalker blood. 


x2 fertilizer and x1 plastic. 
eer | i 


Tent (two person) 
Two-way Radio 


+ 
+ 
+ 


3 
3 
5 
3 


x1 fuel and x1 Jet, or; 10 minutes 
x1 fuel, x2 fertilizer, and x1 plastic. 

x1 Nuka-Cola, x1 asbestos, and x1 | 10 minutes 
Jet, or; 

x1 Nuka-Cola, x1 asbestos, x2 

fertilizer, and x1 plastic. 

x1 bloodleaf, x3 fertilizer, x3 10 minutes 
plastic. 


Unable to be crafted. on 


x1 abraxo cleaner, x2 brain fungus, | 10 minutes 
x1 lead. 


+4 
+4 
+2 
+4 
+4 
+6 
+6 
+8 
+8 
+10 
4 
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x1 abraxo cleaner, x2 brain fungus, | 10 minutes 
x1 lead. 
x1 abraxo cleaner, x2 brain fungus, | 10 minutes 
x1 lead. 
x1 abraxo cleaner, x2 brain fungus, | 10 minutes 
x1 lead. 


Berry Mentats 
Grape Mentats 
Orange Mentats 


x1 acid, x1 circuitry, x2 hubflower, 10 minutes 
x2 antiseptic, 80z blood, x1 steel. 


x1 acid, x1 buffout, x1 circuitry, x2 10 minutes 
hubflower, x2 antiseptic, 80z blood, 
x1 steel. 
Psycho jet x1 acid, x1 circuitry, x2 hubflower, 10 minutes 
x2 antiseptic, 80z blood, x1 steel, 
x2 fertilizer, x1 plastic. 
Medicine 


Medicine DC Crafting Materials Crafting Time 
Addictol Unable to be crafted at 


Antivenom +4 x1 Nightstalker blood 1 hour 
x2 Radscorpion poison gland 

Doctors Bag +4 x3 steel, x3 cloth, x5 antiseptic, 1 hour. 
x3 plastic. 


Psycho buff 


Overdrive +7 x3 acid, x1 circuitry, x2 hubflower, 10 minutes 
x2 antiseptic, 80z blood, x1 steel, 
x1 nuka-cola. 


First Aid Kit x2 antiseptic, x4 cloth, x3 1 hour. 
adhesive. 


Healing Powder +2 Medicine or Survival. | x1 Broc flower and x1 Xander 15 minutes. 
root. 
RadAway +6 x2 antiseptic, x1 purified water, 1 hour. 
x3 glowing fungus, x1 plastic. 
RadAway (Diluted) +2 x2 purified water, x1 radaway. 5 minutes. 
(makes two) 


+8 x2 antiseptic, x1 circuitry, x1 30 minutes. 
nuclear material, 80z blood, and 
x1 steel. Or; 
x2 antiseptic, x1 circuitry, x1 
steel, and x3 healing powder. 


Stimpack (Diluted) +3 x2 purified water, x1 stimpak. 15 minutes. 
(makes two) 
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Super Stimpak +14 x2 antiseptic, x1 circuitry, x3 30 minutes. 
nuclear material, 160z blood, x1 
steel, x2 rubber. 


Auto-Inject Stimpak +4 and Crafting +8 x2 circuitry, x1 cloth, x1 rubber, 30 minutes. 
x1 Stimpak. 

Auto-Inject Super +4 and Crafting +8 x2 circuitry, x1 cloth, x1 rubber, 30 minutes. 

Stimpak x1 Super Stimpak. 


Pre-Made Food 


Type Survival Crafting Materials Crafting 
DC Time 


x3 Potatoes 


Noodle cup +3 x1 Purified water 30 minutes 
x1 Razorgrain 


Baked Bloatfly 


Bear roast 


Fruit filled donut - 


Quantum crunch donut 


Desert Salad 


Fire ant fricassée 


Gecko steak 


Grilled Radroach 


DC 
+1 
+3 
+3 
+3 
+5 
+3 
+5 
+6 
+10 
+1 
+5 
+3 
3 


Crafting Materials Crafting Time 


x2 Bloatfly meat 


x1 Carrot 30 minutes 

x1 Tato 

x1 Bear meat 

x1 Bighorner meat 
x1 Bloodbug meat 
x1 Deathclaw egg 


x1 Deathclaw meat 
x2 Razorgrain 30 minutes. 
x1 Sugar Bombs 

x1 Purified water 

x2 Razorgrain 30 minutes. 
x1 Sugar Bombs 

x1 Purified water 

x1 of any fruit 

x2 Razorgrain 30 minutes. 
x1 Sugar Bombs 

x1 Purified water 

x1 Nuka-Cola Quantum 

x1 Barrel cactus fruit 10 minutes 
x1 Brahmin steak 

x1 Pinyon nuts 

x1 Cram 1 hour 

x1 Fire ant meat 

x1 Flour 


x1 Gecko meat 
x3 Radroach meat 


118 


119 


Grilled Radstag 


Iguana on a Stick 
Mole rat chunks 


Mole rat stew 
Radscorpion egg omelette 


Radscorpion steak 


Radstag stew 


x1 Radstag meat 


x1 Iguana bits 30 minutes 
x1 wood 
x2 Mole rat meat 


x1 Beer 30 minutes 
x1 Maize 

x1 Mole rat meat 

x1 Purified water 30 minutes 
x1 Radscorpion egg 


x1 Radscorpion meat 


x1 Gourd 30 minutes 
x1 Radstag meat 
x1 Vodka 
Ribeye steak x1 Brahmin meat 


Roasted ant x3 Ant meat 
Roasted mirelurk meat 3 | x2 Mirelurk meat 


Vegetable soup + x1 Carrot 30 minutes 
x1 Dirty water 
x1 Tato 

Wasteland omelet x1 BlamCo Mac & 30 minutes 
Cheese 
x1 Mutfruit 
x1 Deathclaw egg 
x1 Lakelurk meat 


Drinks 

There are many types of drinks in the wasteland, most of which are extremely difficult to recreate. Most wastelanders do with 
finding bottled beverages from before the war. However, it does not mean some of these drinks are impossible to craft, just 
that the way they are crafted is extremely complicated. If your GM allows it, repairing a distillery could allow you to craft beer 
and maybe other alcohols. Or you could use various chemicals and find the ancient secret formula to Nuka-Cola to allow you 
to reproduce the long lost beverage. The details in crafting these drinks are entirely up to you. But for starters, you would 
need to at least have a Crafting, Survival, and Science skill bonuses of at least +8, access to the various ingredients, and lots 
of time to brew the drinks. 


Drink Ingredients Crafting Materials Crafting Time 
DC 


+3 
+3 
+1 
+1 
+3 
+5 
+3 
+1 
+3 
+3 
+3 
+5 


Yeast +5 x3 razorgrain, x2 12 hours. 
purified water. 


Alcohol Yeast x1 yeast, x5 citrus. 
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Type Science or Crafting Materials i 
Survival DC i 


Absinthe Cannot be crafted 


Atomic Cocktail x1 mentats, x1 Nuka-Cola 5 minutes. 
80z vodka. 


+3 
+8 
3 


Beer x5 razorgrain, x3 alcohol yeast, 2 weeks. 

(16 oz) x10 steel, x5 cloth, x8 glass. 

Coffee + x1 coffee beans, x1 cloth; and x1 5 minutes. 
glass or x1 plastic 


Dirty Wastelander +2 x1 mutfruit, x1 Nuka-Cola, x1 5 minutes. 
whiskey 


Dirty water Cannot be crafted es 


Moonshine +4 x1 fission battery, x20 purified 2 weeks. 
(16 oz) water, x1 maize, x2 mutfruit, x1 

yeast 
Nuka-Cola 
Nuka-Cola Cherry 
Nuka-Cola Quantum 
Purified water 

steel, x5 plastic. 


Rum 
(16 oz) 
Sunset Sarsaparilla ee | Cannot be crafted 


+2 
+10 
Vodka +10 
(16 oz) 
+6 
+2 
6 


Cannot be crafted 


Cannot be crafted eet 
Cannot be crafted | 
x2 Dirty water 


x5 molasses, x5 sugar, x20 
purified water, x2 alcohol yeast, x2 


x5 molasses, x5 sugar, x20 
purified water, x2 alcohol yeast, x2 
steel, x5 plastic. 


Wasteland Tequila x1 glass, x1 cloth, x1 agave fruit, 20 days. 
x1 purified water. 


Whiskey Cannot be crafted ie 
Dead Man’s Wine x5 citrus, x3 tomato, x1 plastic, x5 3 days. 
(1 gallon) sugar bombs. 


Wasteland Wine + x1 alcohol yeast, x20 tarberry, x3 Six months. 
(60 gallon barrel) glass, x5 cloth, x2 plastic, x8 
wood, 


Movement 


“Patrolling the Mojave almost makes you wish for a 
nuclear winter.” 
- NCR Soldier 


Trudging through a murky pond in a misty bayou, scouting 
the dark and empty halls of an old vault, jumping from 
beam to beam on a collapsed building in a pre-war 
city—all sorts of movement play a key role in the 
wasteland. 


Travel Pace 

While traveling long distances, the characters can choose 
to move at a normal, fast, or slow pace, as shown in the 
table below. A fast pace makes characters less perceptive 
and prone to ambush, while a slow pace makes it possible 
to scout, sneak, and remain alert. 

Traveling Limits. Each character can travel a number 
of hours equal to 8 + half their endurance modifier 
(rounded down). For each hour traveled beyond their 
maximum, characters gain one additional level of fatigue. 

The Roads Walked. Walking on foot across the 
wasteland is an arduous and difficult task. Many don’t 
survive let alone are at their best after walking all day. 
Regardless of pace or how long the characters walk, each 
character gains a level of fatigue when they travel on foot 
for at least half their maximum distance (rounded down). 

Passive Sneak. Depending on the character's speed 
while traveling, they can move through the wasteland 
unnoticed. Consult the table below on the character's 
passive sneak which is determined by their speed. 
Creatures whose passive sense is lower than their score 
cannot detect the party while they travel unless (to GM’s 
discretion) the party blows their cover by entering combat, 
making lots of noise, or becoming obvious to their 
surroundings. 

Vehicles and Mounts. Characters who ride in a 
caravan, on the back of a beast, or drive a vehicle have 
the luxury of not becoming fatigued at the end of their 
journey and can potentially travel even further distances. 

If a character is riding a mount, they use the mount's 
maximum travel distance instead of their own and gain no 
levels of fatigue for traveling. For short spans of time (up 
to an hour), some mounts can move swiftly. A mounted 
character can ride at a gallop for an hour, covering twice 
the usual distance for a fast pace. However, their mount 
gains one level of fatigue. 

If the character is driving a vehicle, they gain no levels 
of fatigue for traveling half their maximum distance and 
their maximum travel distance is doubled. This does not 
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apply to any characters riding in a vehicle that they are not 
driving. 


Slow 18 miles. 15 + Average Advantage on 
(2.25 mph) Group Sneak Combat 
Bonus Sequence rolls. 


Normal 24 miles. 12 + Average 
(3 mph) Group Sneak 
Bonus 


30 miles. 10 + Average 


Disadvantage on 
(3.75 mph) Group Sneak Combat 
Bonus Sequence rolls. 


Difficult Terrain 

The travel speeds given in the Travel Pace table assume 
relatively simple terrain: roads, open plains, or deserts. 
But wastelanders often face dense forests, deep swamps, 
rubble-filled ruins, steep mountains, and ice-covered 
ground — all considered difficult terrain. 

Creatures can only move up to a maximum of 20 feet 
on a turn in difficult terrain during combat. When traveling, 
the distance traveled is halved. 

Extreme Difficult Terrain. Terrain such as sharp piles 
of rubble, unstable floating objects, flimsy boards spanning 
a drop, or waist high sludge are all examples of extreme 
difficult terrain. Creature can only move up to a maximum 
of 10 feet on a turn in extreme difficult terrain during 
combat. When traveling, the distance traveled is 
quartered. 


Special Types of Movement 
These rules detail more specific types of movement 
outside of simply walking. 


Climbing 

You can spend AP on your turn to climb vertical surfaces. 
While you are climbing, you are considered off-balance 
(see pg #). 

While in combat sequence, you have a limit to how many 
rounds you can continue to climb. You can continue 
climbing on each of your turns for a number of rounds 
equal to your Endurance ability score (to a minimum of 
one round). At the start of your next turn after climbing 
past your limit, you fall. 

Before you climb, the GM ranks the vertical surface 
between Scalable, Sheer, or Treacherous. Each of which 
determines how much AP it costs to climb 5 feet. If you 
have climbing gear such as ropes or stakes; you use 1 
less AP to climb 5 feet (except for treacherous surfaces 
where climbing equipment is required). 


Scalable. Scalable surfaces either have handholds, 
aren't perfectly vertical, are rugged, or are otherwise easy 
to climb. Rocky cliffs, brick walls, an askew ruin, or a large 
tree are examples of Scalable surfaces. On your turn in 
combat sequence, you can spend 3 AP to climb 5 feet up 
a scalable surface. 

Sheer. Sheer surfaces either have very few handholds, 
are smoother, slippery, more vertical, or are otherwise 
difficult to climb without equipment. An intact building, a 
smooth stone cliff face, rain pouring over a normally 
scalable wall, or a cave wall that turns outwards are 
examples of sheer surfaces. On your turn in combat 
sequence, you can spend 4 AP to climb 5 feet up a sheer 
surface. 

Treacherous. Treacherous surfaces either have no 
handholds, are perfectly vertical, made of a slippery 
material, or are otherwise impossible to climb without 
equipment. The interior metal wall of a vault, a smooth 
stone cliff face that slants outwards, or the concrete 
exterior of a building with no handholds are all examples 
of Treacherous surfaces. You cannot climb a treacherous 
surface without climbing equipment of some kind. On your 
turn in combat sequence, you can spend 4 AP with 
climbing equipment to climb 5 feet up a treacherous 
surface. 


Swimming 

You can spend AP on your turn to swim. While you are 
swimming, you are considered off-balance (see pg #). 
Before you swim, the GM ranks how hazardous the body 
water is between Still, Rushing, or Hazardous. Each of 
which determines how much AP it costs to swim 5 feet. 

Diving. You can spend AP on your turn to dive into the 
water you are swimming in. Swimming while underwater 
requires 1 more AP to move 5 feet. You can hold your 
breath for a number of minutes equal to 1 + your 
Endurance ability modifier (minimum of 30 seconds). The 
amount of time you can hold your breath reduces by 30 
seconds (6 rounds) each time you take damage or use 
more than half your AP on your turn. If you cannot hold 
your breath any longer and are still underwater, you begin 
drowning (see suffocating on pg #). 

Still Waters. Still waters either have very little 
movement, are shallow, relatively clear, and don’t require 
much strain to swim in. A pool, clear lake, or gentle river 
are all examples of still waters. On your turn in combat 
sequence, you can spend 2 AP to swim 5 feet across still 
waters. 

Rushing Waters. Rushing waters are more difficult to 
swim through, either having lots of movement, difficult 
terrain, or small objects to avoid. A speedy river, moving 
sewage drain, or waves on the ocean are all examples of 
rushing waters. Rushing waters always push you ina 


122 
direction determined by the GM, at the start of your turn 
while you swim in rushing waters, you move 10 feet in the 
direction of the water. On your turn in combat sequence, 
you can spend 2 AP to swim 5 feet across rushing waters. 

Treacherous Waters. Treacherous waters are 
extremely difficult to swim through, their waters have a 
force that is near impossible to swim in without assistance. 
Riptides, rapids, or a stormy sea are all examples of 
treacherous waters. Treacherous waters always push you 
in a direction determined by the GM, at the start of your 
turn while you swim in rushing waters, you move 20 feet in 
the direction of the water. On your turn in combat 
sequence, you can spend 3 AP to swim 5 feet across 
rushing waters. You have a limit to how many rounds you 
can continue to swim in treacherous waters. You can 
continue swimming on each of your turns for a number of 
rounds equal to your Endurance ability score (to a 
minimum of one round). At the start of your next turn after 
swimming past your limit, you begin to drown (see 
suffocating on pg #). 


Jumping 


Long Jump. You can jump a number of feet equal to 5 
x your Strength modifier (minimum of 5 feet) so long as 
the last two action points you used were to move (note: 
You could have used these two action points on your last 
turn, with a readied action, or with the commander perk). If 
you don’t move, you can leap only half that distance. 
Either way, every 5 feet you clear on the jump costs 1 AP. 
If you do not have enough AP to clear the jump, you 
cannot jump on this turn. 

You can optionally attempt to jump further than your 
limit. You must first spend the amount of AP it would take 
to clear the jump. Then you must succeed a Strength 
ability check with the DC equal to 10 + the extra number of 
feet you are attempting to clear. On a success you clear 
the distance. On a failure, you do not clear the distance 
and you still use the AP it would have taken to clear the 
distance. 

High Jump. You can jump a number of feet equal to 3 
+ your Strength modifier (minimum of 1 feet) so long as 
the last two action points you used were to move (note: 
You could have used these two action points on your last 
turn, with a readied action, or with the commander perk). If 
you don’t move, you can leap only half that distance. 
Either way, every foot you clear on the jump costs 1 AP. If 
you do not have enough AP to clear the jump, you cannot 
jump on this turn. 

You can optionally attempt to jump higher than your 
limit. You must first spend the amount of AP it would take 
to clear the jump. Then you must succeed and Strength 
ability check with the DC equal to 18 + the extra number of 


feet you are attempting to clear. On a success you clear 
the distance. On a failure, you do not clear the distance 
and you still use the AP it would have taken to clear the 
distance. 


Sprinting 

During combat, movement is a vague representation of 
how your character maneuvers through dangerous 
situations. It is often assumed your character is planning 
their movement while being cautious and swift, but speed 
is not prioritized. 

However, you can prioritize speed in circumstances that 
require it. You can spend 5 AP to immediately move 50 
feet in a straight line. If you stop or are obstructed by 
difficult terrain before you finish this movement, your 
movement ends. 
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Vault Boy Tip 

When you sprint, 5 AP does not equal 10 feet of 
movement. Instead, you spend the AP and run in 
a Straight line as quickly as possible. Meaning if 
you run into something and stop, you still use the 
points even if you didn’t go the full 50 feet. But you 
can always sprint again! 


The Environment 


“It was just me against the world...and the world had it 
coming.” 
- Kellogg 


Falling 

A creature’s falling speed and damage it takes at the end 
of a fall depends on its size. 

Tiny. A tiny creature falls 25 feet on its first turn, then 
every sequential turn it falls 50 feet. At the end of the fall, 
a tiny creature takes no damage unless they land on 
something hazardous. If the tiny creature falls more than 
50 feet, it gains one random arm or leg limb condition. 
Small. A small creature falls 400 feet on its first turn, then 
every sequential turn it falls 800 feet. At the end of the fall, 
a small creature lands prone and takes 1d4 impact 
damage for every 10 feet it falls to a maximum of 120d4. If 
this damage is dealt to the creature's hit points, they gain 
a random arm and leg condition. 

Medium. A medium creature falls 500 feet on its first turn, 
then every sequential turn it falls 1000 feet. At the end of 
the fall, a small creature lands prone and takes 1d6 impact 
damage for every 10 feet it falls to a maximum of 150d4. If 
this damage is dealt to the creature's hit points, they gain 
a random arm and leg condition. 

Large. A large creature falls 800 feet on its first turn, then 
every sequential turn it falls 1600 feet. At the end of the 
fall, a large creature lands prone and takes 2d6 impact 
damage for every 10 feet it falls to a maximum of 240d6. If 
this damage is dealt to the creature's hit points, they gain 
a random arm and leg condition. 

Huge. A huge creature falls 1100 feet on its first turn, then 
every sequential turn it falls 2200 feet. At the end of the 
fall, a large creature lands prone and takes 2d10 impact 
damage for every 20 feet it falls to a maximum of 330d10. 
If this damage is dealt to the creature's hit points, they 
gain a random arm and leg condition. 

Gargantuan. A gargantuan creature falls 2000 feet on its 
first turn, then every sequential turn it falls 4000 feet. At 
the end of the fall, a gargantuan creature lands prone and 
takes 4d10 impact damage for every 20 feet it falls to a 
maximum of 800d10. If this damage is dealt to the 
creature's hit points, they gain a random arm and leg 
condition. 


Suffocating 

A creature can hold its breath for a number of minutes 
equal to 1 + its Endurance modifier (minimum of 30 
seconds). When a creature runs out of breath or is 
choking, it can survive for a number of rounds equal to its 
Endurance modifier (minimum of 1 round). At the start of 
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its next turn, it drops to 0 hit points and is dying, and it 
can’t regain hit points or be stabilized until it can breathe 
again. For example, a creature with an Endurance of 7 
can hold its breath for 3 minutes. If it starts suffocating, it 
has 2 rounds to reach air before it drops to 0 hit points. 


Flames 

When a flammable object is lit aflame via a flamer, 
incendiary grenade, or a rogue flare; fires begin to spread. 
When an area is engulfed in flames, any creature who 
moves through the area or starts their turn in the area 
takes 2d10 fire damage and gains Burning. At the start of 
each round, the flaming area spreads 5 feet in all 
directions, increasing the size of the area. The spread of 
the flames is up to GM’s discretion. There are factors that 
could allow flames to spread slower, such as winds, rain, 
or if the flames are surrounded by non-flammable objects. 
These flames can last upwards to a few hours unless put 
out via water, weapons that deal cryo damage, or a fire 
extinguisher. 

The larger a flaming area gets, the more damage it deals. 
For every 20 additional feet a flaming area grows, its 
damage is increased by 1d10 to a maximum of 50d10. 


Vision and Light 
"Amazingly, they've still managed to outwit a half-blind 
arthritic ghoul." 

- Raul Tejada 


A given area might be lightly or heavily obscured. 

In a lightly obscured area, such as dim light, patchy 
fog, or moderate foliage, creatures have disadvantage on 
Perception checks that rely on sight, their passive sense is 
reduced by 5, and their range with all ranged weapons is 
halved. 

A heavily obscured area—such as darkness, opaque 
fog, or dense foliage—blocks vision entirely. A creature 
effectively suffers from the blinded condition (see page #) 
when trying to see something in that area. 


The presence or absence of light in an environment 
creates three categories of illumination: bright light, dim 
light, and darkness. 

Bright light lets most creatures see normally. Even 
gloomy days provide bright light, as do flashlights, 
lanterns, fires, and other sources of illumination within a 
specific radius. 

Dim light creates a lightly obscured area. An area of 
dim light is usually a boundary between a source of bright 
light, such as a torch, and surrounding darkness. The soft 
light of twilight and dawn also counts as dim light. A 


particularly brilliant full moon might bathe the land in dim 
light. 

Darkness creates a heavily obscured area. Characters 
face darkness outdoors at night (even most moonlit 
nights), within the confines of an unlit cave or a powered 
down vault. 


Blindsight 

A creature with blindsight can perceive its surroundings 
without relying on sight, within a specific radius. Creatures 
without eyes and creatures with echolocation or 
heightened senses have this sense. 


Nightvision 

Within a specified range, a creature with nightvision can 
see in darkness as if the darkness were dim light, so areas 
of darkness are only lightly obscured as far as that 
creature is concerned. However, the creature can’t discern 
color in darkness, only shades of gray. 


Interacting with Objects 

A character’s interaction with objects in an environment is 
often simple to resolve in the game. The player tells the 
GM that his or her character is doing something, such as 
moving a lever, and the GM describes what, if anything, 
happens. 

For example, a character might decide to pull a switch, 
which might, in turn, open a door, cause a room to flood 
with water, or turn on a power grid that causes waves of 
robots to attack anything that moves in the area until every 
living thing is reduced to burnt plasma. If the switch is 
broken, though, a character might need to force it or fix it. 
In such a situation, the GM might call for a Strength check 
to see whether the character can wrench the lever into 
place or an Intelligence check to rewire the switch. The 
GM sets the DC for any such check based on the difficulty 
of the task. 


Food and Water 

Characters who don’t eat or drink suffer the effects of 
starvation or dehydration (see page 117). The amount of 
food and water your character needs is detailed in their 
racial traits (see pages 7 - 17) 
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If your character is a ghoul or human, or super mutant: 
- You take a level of hunger every 24 hours without 
food. 
- You take three levels of dehydration every 24 
hours without water. 


Resting 

When a character rests, they choose how long they will 
rest. Resting does not have to be sleep, but could be light 
activity, downtime, or any light activity. The amount of 
sleep you require each day and how many stamina points 
and hit points you heal from resting is different depending 
on your character’s race. 


Ghoul, Human, and Super Mutant Rest 
If your character is a ghoul, human, or super mutant: 

- You take a level of exhaustion every 24 hours 
without sleep. 

- 1hour of rest restores your stamina points to half 
your maximum. Sleeping comfortably restores 
your stamina points to full. 

- 6 hours of rest restores a number of HP equal to 
half your Endurance ability score + your level and 
removes one level of exhaustion. 


Gen-2 Synth and Robot Rest 
If your character is a gen-2 synth or robot: 
- You do not require sleep. 
- 1hour of rest restores your stamina points to full. 
- 2hours of rest restores a number of hit points 
equal to half your INT or PER score + your level 
and removes one level of exhaustion. 


Sleeping Comfortably. 

You can sleep anywhere you want, however, some 
characters won't feel as refreshed when sleeping in rain, 
cold, extreme heat, or other rough circumstances. If you 
do not sleep comfortably, you regain half as much SP and 
HP as you normally would. A soft surface (such as a 
blanket or bedroll) along with shelter (such as a cave, 
building, or tent) allow any character to sleep comfortably. 


Radiation 
‘I'll hold you close and kiss those radiation burns away” 
- Sheldon Allman 


Ever since the bombs fell the wasteland has been covered 
in Radiation. Radiation is a senseless, invisible poison that 
degredates living cells into chemical soup. Though 
radiation occasionally takes on strange and even mystical 
properties at times. 


The GM decides the severity of Radiation in an area using 
the Radiation Severity Score table. If a character 
possesses a geiger counter or pip-boy, the GM informs the 
character on the Radiation Severity Score. 

Radiation DC. (These rules are written under the 
Endurance section of Ability Scores and Skills, but are 
repeated here for convenience.) If your chosen race is 
Human, then you have a Radiation DC. Your Radiation DC 
is equal to 12 - your Endurance ability modifier. Radiation 
DC is a measurement of how much you can resist 
radiation before taking levels of . Whenever your character 
enters or starts their turn for the first time in an Irradiated 
Zone you must roll a d20 roll against your Radiation DC. If 
you fail, you take 1 level of radiation (see page 108). If you 
succeed, your Radiation DC increases by 2 until you 
remove all your levels of Rads. All Irradiated Zones have a 
Radiation Severity Score that determines how often you 
must roll a d20 against your Radiation DC. Some 
Irradiated Zones are less dangerous than others and you 
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may only roll every hour, some are more severe and you 
may roll every minute to every round. Unlike other checks, 
instead of adding any ability modifiers, your Endurance 
modifier is subtracted from your Radiation DC. Other 
items, equipment, and perks in the game can reduce your 
Radiation DC. 


Radiation Severity Score 


Severity END Check Frequency RADS Per 
Second 


Level 2 


0.1/second 


0.3/second 


Level 4 1/second 


Level 5 3/second 


Combat 


“Enough words, then. Let our strength settle this.” 
- Legate Lanius 


When tensions rise, your survival can come down to even 
the smallest actions. The game organizes the chaos of 
combat into a cycle of rounds and turns. A round 
represents about 6 seconds in the game world. During a 
round, each participant in a battle takes a turn. The order 
of turns is determined at the beginning of a combat 
encounter, when everyone rolls combat sequence. Once 
everyone has taken a turn, the fight continues to the next 
round if neither side has defeated the other. 


Combat Step by Step 

1. Determine surprise. The GM determines whether 
anyone involved in the combat encounter is surprised. 

2. Establish positions. The GM decides where everyone is 
located. 

3. Roll combat sequence. Everyone involved in the 
combat encounter rolls a combat sequence, determining 
the order of combatants’ turns. 

4. Take turns. Each participant in the battle takes a turn in 
combat sequence order. 

5. Begin the next round. When everyone involved in the 
combat has had a turn, the round ends. Repeat step 4 
until the fighting stops. 


Surprise 

Raiders sneak up on a pack of ghouls, springing from the 
ruins to attack them. A super mutant stalks down a vault 
passage, unnoticed by the characters until the mutant 
pummels them with a super sledge. In these situations, 
one side of the battle gains surprise over the other. The 
GM determines who might be surprised. If neither side 
tries to be stealthy, they automatically notice each other. 
Otherwise, the GM compares the Sneak checks of anyone 
hiding with the passive sense score of each creature on 
the opposing side. Any character or creature that doesn’t 
notice a threat is surprised at the start of the encounter. If 
you’re surprised, you can’t move or take an action on your 
first turn of the combat, and you can’t take a reaction until 
that turn ends. A member of a group can be surprised 
even if the other members aren't. 


Combat Sequence 

Combat sequence determines the order of turns during 
combat. When combat starts, every participant makes a 
Perception check to determine their place in the combat 
sequence order. The GM makes either one roll for an 
entire group of identical creatures, rolls individually for 
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each creature, or pre-determines the creature's combat 
sequence by choice or by passive initiative scores (10 + 
the creature's Perception ability modifier). The GM ranks 
the combatants in order from the one with the highest 
Perception check total to the one with the lowest. This is 
the order (called the combat sequence order) in which 
they act during each round. The combat sequence order 
remains the same from round to round. If a tie occurs, the 
GM decides the order among tied GM-controlled 
creatures, and the players decide the order among their 
tied characters. The GM can decide the order if the tie is 
between a creature and a player character. Optionally, the 
GM can have the tied characters and creatures each roll a 
Luck check to determine the order, highest roll going first. 


Action Points 

Every creature has Action Points (abbreviated to AP) that 
quantify what they can do on a turn. A creature’s AP total 
is equal to 10 + their Agility modifier. On your turn, you can 
spend AP to perform certain actions in combat. Every type 
of action has an AP cost typically between 3 and 6 points. 
The most common actions you can take are described in 
the “Actions in Combat” section. If you want to take an 
action that isn’t specifically listed in the Actions in Combat 
section, describe what you would like your character to do 
and the GM may decide how many action points it costs to 
complete the action. If you need assistance in deciding 
how many points an improvised action would need, use 
the guide below. 

Action Points are a representation on how quickly or 
slowly an action is to take. They may be influenced but do 
not equivocate to real seconds or time. Liberties have to 
be taken in the game space to allow fairness in combat. 
Something might take half a second to do in the real 
world, but may cost 3 AP in the game for the sake of 
balance. However, you can use the guide below on how to 
determine the speed of an action in combat. 

1 AP. Faster than eyes can process, or just simultaneous 
with other actions. It is extremely rare for an improvised 
action to only cost a single point. These actions are often 
relegated to very small split second “hand wave” actions, 
or actions you can take at the same time as others. 5 feet 
of movement, pressing a button without timing it, or any 
action that would have your body acting quicker than your 
mind in a split second. There are some abilities in the 
game that reduce a cost to a single action point, which is 
an indicator that your character is extremely quick at 
performing said action. 

2 AP. Still faster than your neurons can fire off. Similar to 1 
AP, extremely rare for improvised actions. In fact, likely 
rarer. 2 AP typically acts as an additional modifier to some 
actions to make them slower or more deliberate. There 


isn’t much of a difference from an action costing 1 AP to 2 
AP except for petty meticulousness. 

3 AP. As fast as possible. 3 AP is the soft limit on speed 
for improvised actions in this system. Opening a door, 
throwing a small object, making an active perception 
check to find something in the area. You’ve got to think, 
execute, and respond. If you want to do something quick, 
chances are it costs 3 AP. 

4 AP. Real quick. 4 AP is only slightly slower than as fast 
as possible. Maybe the weapon’s a little finicky or heavy. 
Maybe you need to spend extra time to aim. 4 AP isn’t too 
different from 3 AP, but it complicates things. Throwing a 
slightly heavier object, opening a rusty door, making a 
perception check to find something in a very disorienting 
room. 

5 AP. Medium speed. You're still operating as quickly as 
you can, but whatever you’re doing is a hassle. Your 
weapon might be cumbersome or janky. A door might be 
busted, the object you're trying to throw is weighted to one 
side, or you're trying to throw something really far. Either 
way, this is the middle ground when it comes to speed. 

6 AP. Slow. The action you're performing requires a lot of 
thought, movement, strength, or precision to execute. 6 
AP acts as the soft cap for any single action. Actions that 
cost more than 6 AP are often special abilities that 
optionally allow you to spend more than 6 AP. Any 
improvised action that costs more than 6 AP should only 
be for handling heavier weapons in a special way, or 
performing extremely slow, dramatic, and daunting 
actions. Such as binding a fusion reaction with your bare 
hands, making a final jump onto a ledge from an 
impossible distance, or doing everything in your power to 
try and hit a target. In these instances, the GM may agree 
if the action you want to try and execute is fitting for the 
game, but should typically ask you to “use all of your 
action points to attempt this’. 

Recycling Action Points. If you don’t use all your AP on 
your turn, you can recycle half of them for your next turn! 
Example: You have 10 AP. You move 30 feet on your turn 
which costs 6 AP, leaving 4 left over. On your next turn 
you will gain 2 extra AP and have a total of 12 AP 
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Actions in Combat 


the weapon. 
Unarmed Strike. 


Attack. You can make an attack with a weapon you are 
holding or using, the AP cost is dependent on the weapon. 

Dodge. You prepare to move quickly out of the way of 
an attack or explosion. Until the start of your next turn, any 
attack roll made against you has disadvantage if you can 
see the attacker. Additionally, you can move up to 15 feet 
in reaction to any other creature's action one time before 
the start of your next turn. You lose this benefit if you are 
dying or you cannot spend AP to move. 

Equip a weapon. You take a weapon from your 
inventory and prepare to attack with it with any hands you 
have free. If you have a weapon in your hands already 
and have not stowed it, you drop it on the ground. 

Escape a Grapple. |f you are grappled, you make a 
contested Strength or Agility check against your grapplers 
Strength check to escape. 


Grapple. You use your appendages to hold someone 
in place, you must contest a Strength check against their 
Strength or Agility. 

Help. You can lend your aid to another creature in the 
completion of a task. When you use your AP to Help, the 
creature you aid gains advantage on the next ability check 
it makes to perform the task you are helping with, provided 
that it makes the check before the start of your next turn. 
Alternatively, you can aid a friendly creature in attacking a 
creature within 5 feet of you. You feint, distract the target, 
or in some other way team up to make your ally’s attack 
more effective. If your ally attacks the target before your 
next turn, the first attack roll is made with advantage. 

Hide. When you take the Hide action, you make a 
Sneak check with the DC equal to any nearby enemies 
passive sense scores. In order to hide you must be heavily 
obscured or within full cover. You are hidden from any 
enemies that have a lower passive sense compared to 
your sneak roll. If you succeed, you gain certain benefits, 
as described in the “Unseen Attackers and Targets” 
section. While hiding, you are acting unpredictably to 
confuse your enemy. Enemies still know your general 
location and can move to try and make line of sight again 
to notice you. If you are no longer within full cover of an 
enemy you are hidden from, you are no longer hidden. 

Interact with an object. 

Interacting with an object falls under many categories of 
things you can do. 
e open orclose a door 
e pick up a dropped shiv 
e take a bottle cap from a table 
e pushing a button 
e extinguish a small flame 
e donamask 
e pull the hood of your jacket up and over your head 
e put your ear to a door 
e kick a small stone 
e turn a key in a lock 
e hand an item to another character 
Read the above section about action points if you need 
references on how many action points an improvised 
action may cost. 

Move 5 feet. You move 5 feet in any direction so long 
as your movement isn’t impeded or the area isn’t difficult 
terrain. 

Ready. You prepare an action with a trigger. You must 
specify what the trigger is and spend the necessary AP 
with an additional 2 AP. When the trigger occurs, you may 
perform the action. You cannot perform the action on a 
different trigger, nor do you regain the AP if the trigger 
never occurs. 

Reload. You use the necessary ammunition to reload 
your weapon. 
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Search. You make an active perception check to look 
for someone or something hidden. 

Shove. You knock a target prone or push it away from 
you. The target must be no more than one size larger than 
you and must be within your reach. Instead of making an 
attack roll, you make an Unarmed check contested by the 
target’s Unarmed check or Agility check (the target 
chooses the ability to use). If you win the contest, you 
either knock the target prone or push it 5 feet away from 
you. 

Sprint. You can spend 5 action points on your turn to 
sprint. When you sprint, you move 50 feet in a line. If you 
stop or are obstructed before you move 50 feet, your 
movement ends and you do not regain any action points. 

Stand up from Prone. You stand back up from being 
prone. 

Stow a weapon. You take a weapon you are holding 
and put it into your inventory 

Take Cover. If you only have three quarters or half 
cover, you can spend 3 AP to squat, kneel, or duck into 
cover to gain full cover. If you attack while taking cover, 
you no longer have full cover. 

Unarmed Strike. You punch, kick, jab, slap, or perform 
any kind of attack to another creature within 5 feet of you. 

Use a Chem. When you take this action, you take the 
chem out of your inventory and use it. You don’t need to 
interact with the object or equip the chem in order to use it. 


Attacks 

On your turn you can spend action points to make an 
attack. When you make an attack you choose a target 
within range, then roll a d20 with the skill associated with 
the weapon you’re using. If your roll total is greater than 
your target’s AC, you roll and deal damage. 


Unarmed and Melee Weapon Attacks. Unarmed attacks 
cost 3 AP. They deal 1d4 + STR or AGI Mod bludgeoning 
damage. 


Blocking. While unarmed or wielding a melee weapon, 
you can spend 3 AP to block. Blocking increases your 
damage threshold by 2 + your Endurance modifier against 
other melee attacks. Your block lasts until you attack 
again. 


Critical Hit. All weapons have a critical hit chance listed in 
the weapon's table. When you make an attack roll with a 
weapon and the result of the d20, without adding any 
modifiers, is equal to or higher than the critical hit chance; 
the attack automatically hits and deals extra damage. 
Each weapon’s critical hit damage is different and listed in 
the weapon’s table. All weapons you attack with (besides 


shotguns) have their critical hit chance lowered by a 
number equal to half your Luck modifier. 


Critical Failure. When you make an attack roll with a 
weapon and the result of the d20 is a 1, you automatically 
miss and the weapon you attacked with gains one level of 
decay. 


Sneak Attacks. If an enemy cannot sense you (being 
invisible, heavily obscured, full cover) and are unaware of 
your presence. Your attacks are critical hits and ignore 
Stamina Points. However you still must roll attack and 
beat the target's AC. 


Blind Attack. If you are blinded, or your target is heavily 
obscured but not behind total cover, any attack you make 
against them is a blind attack. When you make a blind 
attack, you add your Luck ability modifier to your roll 
instead of your normal modifier. Instead of beating your 
target’s AC, your Luck ability check must beat the blind 
attack DC. The DC is equal to 5 + the amount of feet your 
target is away from you, rounded down in increments of 5. 


Targeted Attacks 
You make a special kind of attack that target’s a creature's 
appendages and limbs for unique effects. 

Making a targeted attack. On your turn, you can 
choose to make a targeted attack. When you do, choose a 
limb on a target creature within range to attack. Depending 
on the limb, you will need to spend additional AP to make 
a targeted attack to that limb. The amount of additional AP 
you must spend is listed on the table below. If the attack 
hits, apply the effects to the damage dealt listed in the 
effects column of the table below. If this damage is dealt to 
the target creature’s hit points, roll a d4 and determine the 
associated condition with the number you rolled. The 
target is inflicted by the condition you roll. You can re-roll 
this d4 a number of times equal to your Luck ability 
modifier. 

Critical Hit. \f your targeted attack critically hits, you 
inflict a severe injury based on the limb you targeted. 
Alternatively, instead of inflicting a severe injury you can 
choose up to two of the conditions to inflict upon the 
target. 

Melee weapons. If you make a targeted attack with a 
melee weapon, the additional AP required to make the 
attack is reduced by 2 to a minimum of 1. 


Eye Gouged. The target’s Perception ability score is 
reduced by 2. If both eyes are gouged, the target creature 
is permanently blinded. (But can take the Blind Devil perk!) 
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Concussion. The target has three permanent levels of 
exhaustion for a number of days equal to the target’s 
Endurance ability score - 10 (to a minimum of 1). 

Broken Arm. The target has disadvantage on any 
ability check, skill check, or attack roll that uses Strength 
or Agility that require two arms. This condition can be 
removed with a doctor’s bag. 

Severed Arm/Hand. The target loses a hand if their 
Luck score is equal to 6 or higher. The target loses an arm 
if their Luck score is equal to 5 or lower. If the target loses 
their hand: they go into shock, gain two levels of bleeding, 
and their Agility ability score is reduced by 2. If the target 
loses their arm: they go into shock, gain four levels of 
bleeding, and their Agility ability score is reduced by 2 and 
their Strength ability score is reduced by 2. (But can take 
the Adaptive Reflexes perk!) 

Rattled. The target becomes frightened for 3 turns 
(see page #). 

Sliced Jugular. The target gains four levels of 
bleeding and gains two at the start of each of their turns 
until all levels of bleeding are healed. 

Temporary Blindness. The target becomes blinded 
for the next hour or until all of their hit points are healed. 

Internal Bleeding. The target gains one level of 
bleeding and gains one at the start of each of their turns 
until all levels of bleeding are healed. 

Intense Agony. The target goes into shock and is 
dazed for 2 turns. 

Severed Leg/Foot. The target loses a foot if their Luck 
score is equal to 6 or higher. The target loses their leg if 
their Luck score is equal to 5 or lower. If the target loses 
their foot: they go into shock, gain two levels of bleeding, 
and their Agility ability score is reduced by 2. If the target 
loses their leg: they go into shock, gain four levels of 
bleeding, and their Agility ability score is reduced by 2 and 
their Strength ability score is reduced by 2. (But can take 
the Adaptive Reflexes perk!) 

Additionally, a creature who loses their foot or leg can 
only move a maximum of 20 feet on a turn. If the target 
loses all of their feet or legs, they fall prone and their only 
movement option is to crawl. 

Gut Wallop. The target becomes dazed for the next 2 
turns. 

Painful Collapse. The target falls prone and becomes 
dazed until the end of their next turn. 

Leg Cripple. The target can only move a maximum of 
20 feet on a turn until all their hit points are healed. 


Targeted Attack Table 
AP 


cost 


ai 


Target 


The total 
damage is 
halved. 


+4 Damage dice is 
increased by 1. 
(Example: 1d10 
to 2d10) 


+3 Damage dice is 


decreased by 1. 


(Example: 2d10 
to 1010). 


aad i 


+2 Decrease 
Damage by 1 
dice. 


Held or 
Carried 
Object 


Target object 
gains one level 
of decay. Target 
creature takes 
no damage. 


-5 to all attack 
rolls until the end 
of the target’s 
next turn. 


-2 to all attack 
rolls until the end 
of the target’s 
next turn. 


Target drops 
whatever they 
are holding in 
that arm. 


No condition. 


At the start of the 


target’s next turn, 


they lose 2 AP. 


No condition. 


Target object 
gains two levels 
of decay. 


Disadvantage to 
all attack rolls 
until the end of 
the target’s next 
turn. 


-5 to all attack 
rolls until the end 
of the target’s 
next turn. 


-2 to all attack 
rolls until the end 
of the target’s 
next turn. 


No condition. 


At the start of the 
target’s next turn, 
they lose 3 AP. 


Target can only 
move a maximum 
of 30 feet on their 
next turn. 


Target object flies 
one foot away. 


Blinded until the 
end of the 
target’s next turn. 


At the start of the 
target’s next turn, 
they lose 2 AP. 


-5 to all attack 
rolls until the end 
of the target’s 
next turn. 


At the start of the 
target’s next turn, 
they lose 2 AP. 


The target falls 
prone. 


Target can only 
move a maximum 
of 20 feet on their 
next turn. 


Object flies 1d4 x 
5 feet away. 
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ee | Condition 1 Condition 2 Condition 3 Condition 4 Severe Injury 


Temporary 
Blindness. 


Eye Gouged. 


Sliced Jugular 
or Concussion. 


Severed Hand. 


Painful 
Collapse. 


Rattled. 


Internal 
Bleeding. 


Intense Agony. 
Severed Foot. 


The target 
object is 
destroyed 
beyond repair. 


Leg Cripple. 


Choose either 
condition 1, 2, 
or 3. 


Cover 

Walls, trees, creatures, and other obstacles can 
provide cover during combat, making a target more 
difficult to harm. A target can benefit from cover only when 
an attack or other effect originates on the opposite side of 
the cover. 

There are three degrees of cover. If a target is behind 
multiple sources of cover, only the most protective degree 
of cover applies; the degrees aren’t added together. For 
example, if a target is behind a creature that gives half 
cover and a tree trunk that gives three-quarters cover, the 
target has three-quarters cover. 

A target with half cover has a +2 bonus to AC and has 
resistance to any damage dealt from an explosive or trap 
that is beyond the cover. A target has half cover if an 
obstacle blocks at least half of its body. The obstacle 
might be a low wall, a large piece of furniture, a narrow 
tree trunk, or a creature, whether that creature is an 
enemy or a friend. 

A target with three-quarters cover has a +5 bonus to 
AC and has resistance to any damage dealt from an 
explosive or trap that is beyond the cover. A target has 
three-quarters cover if about three-quarters of it is covered 
by an obstacle. The obstacle might be a portcullis, an 
arrow slit, or a thick tree trunk. 

A target with total cover can’t be targeted directly by 
an attack. Although, some items, perks, and abilities can 
reach such a target by including it in an area of effect. A 
target has total cover if it is completely concealed by an 
obstacle. 


Using another creature as cover. lf a creature uses 
another creature as its cover, any attack roll made against 
it has the potential of hitting the covering creature. If the 
attack roll made against the covered creature is a 6 or 
below, the attack deals damage against the covering 
creature. 


Damage and Healing 

Injury and the risk of death are constant companions of 
those who live in the wasteland. The jab of a knife, the 
impact of a bullet, the burning of a laser, or the blast from 
a grenade can injure, or even kill, the hardiest of 
creatures. 

Every character has Stamina points and Hit points. 
Your hit points are a measurement of your bodily health 
and willpower. Whenever you take damage, you first 
subtract that damage from your Stamina Points. Though 
damage taken from stamina points is not in many ways 
considered bodily harm, but a near graze, a dodged blow, 
or a quick juke. Some abilities may require you to 
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physically damage your opponent, in which you must 
damage their Hit Points. 


Stamina Points 

Stamina Points are a measurement of your exhaustion, 
dodging abilities, and fortitude. Dodging a near life ending 
bullet is harrowing, sometimes you can shrug off a punch, 
but as battle continues you grow weary and thus your 
stamina points drain. Stamina Points are a combination of 
exhaustion, fortitude, and your acrobatic abilities. 
Whenever a creature takes damage, and can see or is 
otherwise aware of the damage; the damage is subtracted 
from their stamina points. When your stamina points drop 
to 0, damage is subsequently subtracted from your Hit 
Points. 


Hit Points 

Hit points represent a combination of physical and mental 
durability, the will to live, and luck. Whenever a creature 
takes damage and has no stamina points, that damage is 
subtracted from its hit points. Creatures also take damage 
to their hit points if they are unconscious, unaware of their 
surroundings, or otherwise incapable of moving. 


Damage Rolls 

Each weapon, explosive, and harmful monster ability 
specifies the damage it deals. You roll the damage die or 
dice, add any modifiers, and apply the damage to your 
target. With a penalty, it is possible to deal 0 damage, but 
never negative damage. 

When attacking with a weapon, you add your ability 
modifier—the same modifier used for the attack roll—to 
the damage. (For example, when you attack with a 10mm 
pistol, you use your Guns skill to hit. The Guns skill uses 
Agility. Therefore, when you deal damage; you add your 
agility modifier to the total damage roll.) \f a weapon, 
explosive, or other effect deals damage to more than one 
target at the same time, roll the damage once for all of 
them. 

Critical Hits. When you score a critical hit, you deal 
extra damage equal to the modifier listed in the weapons 
crit column. 

Damage Types. Different attacks, weapons, and other 
harmful effects deal different types of damage. Damage 
types have no rules of their own, but other rules, such as 
damage resistance, rely on the types. 

The damage types follow, with examples to help a GM 
assign a damage type to a new effect. 

Acid. A volatile formula concocted in a lab that blasts 
out of an experimental gun, or the excretion from a 
powerful wasteland mutant all deal acid damage. 

Bludgeoning. Blunt force attacks — a pipe, falling, 
constriction, and the like — deal bludgeoning damage. 


Ballistic. The varying sizes of all kinds of bullets that 
blast from firearms deals ballistic damage. 

Cold. The freezing burn of cryogenic weapons deals 
cold damage. 

Electricity. A damaged wire, taser, or blast from an 
EMP deals electricity damage. 

Explosive. The combination of shrapnel and 
concussive force creates explosive damage. 

Fire. Flamers or molotov cocktails burn their victims 
with fire damage. 

Impact. Bludgeoning on a much larger scale. Falling, 
being thrown, or something heavy falling on you are all 
types of impact damage. 

Laser. The concentrated beam of coherent light that 
precisely burns from a laser weapon deals laser damage. 

Plasma. The often slow and superheated bolts of 
green plasma that blast from plasma weapons, melting all 
in its path, deal plasma damage. 

Piercing. Puncturing and impaling attacks, including 
knives and monsters’ bites, deal piercing damage. 

Poison. Venomous stings from various wasteland 
creatures deal poison damage. 

Slashing. Blades, axes, knives, and monsters’ claws 
deal slashing damage. 


Damage Resistance and Vulnerability 

Some creatures and objects are exceedingly difficult or 
unusually easy to hurt with certain types of damage. Ifa 
creature or an object has resistance to a damage type, 
damage of that type is halved against it (rounded down). If 
a creature or an object has vulnerability to a damage 
type, damage of that type is doubled against it. 


Healing 

Unless it results in death, damage to Stamina and Hit 
points isn’t permanent. Rest can restore a creature’s hit 
points (as explained on page 76 and 77) and more 
extreme methods like a first aid kit or stimpak can heal 
even quicker. 


Dropping to 0 Hit Points 
When you drop to 0 hit points, you lose all of your stamina 
points (if you had any) and either die outright or fall 
unconscious, as explained in the following sections. 
Severe Injuries. When damage reduces you to 0 hit 
points and there is damage remaining, you take a severe 
injury if the remaining damage equals or exceeds your hit 
point maximum. For example, a ghoul with a maximum of 
12 hit points currently has 6 hit points. If she takes 18 
damage from an attack and is reduced to 0 hit points, 12 
damage remains. Because the remaining damage equals 
her hit point maximum, the ghoul loses an arm! 
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Instant Death. Massive damage can kill you instantly. 
When damage equal to three times your hit point 
maximum reduces you to 0 hit points, you instantly die. 

Death Saves. When your character takes enough 
damage to reduce their hit points to 0, they gain the dying 
condition. When you gain the dying condition, you fall 
prone, your AP is reduced to 0, at the start of each of your 
turns you gain 4 AP, you recycle all of your unspent points 
at the start of your turn, and you cannot have more than 6 
AP during your turn. At the beginning of each of your 
turns, you can spend 2 AP to make a Death Save with a 
DC of 10. When you make a Death Save; you roll a d20 
and add your Luck or Endurance modifier, and you add 
your Party Nerve bonus. If you do not make a Death Save 
at the beginning of your turn, you automatically fail it. If 
you succeed 3 Death Saves, you gain 1 hit point. If you 
fail 3 Death Saves, you die. 

Rolling 1 or 20. When you make a death saving throw 
and roll a 1 on the d20, it counts as two failures. If you roll 
a 20 on the d20, you regain 1 hit point. 

Damage at 0 Hit Points. If you take any damage while 
you have 0 hit points, you suffer a death saving throw 
failure. If the damage is from a critical hit, you suffer two 
failures instead. If the damage equals or exceeds your hit 
point maximum, you suffer instant death. 

Stabilizing a Creature. The best way to save a 
creature with 0 hit points is to heal it. If healing is 
unavailable, the creature can at least be stabilized so that 
it isn’t killed by a failed death saving throw. You can use 6 
AP to administer first aid to a dying creature, roll a 
Medicine skill check with the DC equal to 10 - the 
creature's Endurance modifier. On a success, the creature 
returns to 1 hit point. 

Enemies and Death. Most GMs have an enemy die 
the instant it drops to 0 hit points, rather than having it fall 
unconscious and make death saving throws. Mighty 
villains and special nonplayer characters are common 
exceptions; the GM might have them fall unconscious and 
follow the same rules as player characters. 


Knocking a Creature Out 

Sometimes an attacker wants to incapacitate a foe, rather 
than deal a killing blow. When an attacker reduces a 
creature to 0 hit points with a melee attack, the attacker 
can knock the creature out. The attacker can make this 
choice the instant the damage is dealt. The creature falls 
unconscious for a number of hours equal to 1d4 - their 
Endurance modifier to a minimum of 1. 


Temporary Stamina Points and Hit Points 

Some consumables and perks grant temporary stamina 
points or temporary hit points to a creature. Temporary 
stamina or hit points are a representation of having an 
edge in combat, it is your character's resilience pushing 
beyond their limit. When you have temporary stamina 
points or temporary hit points and you take damage, the 
temporary stamina points are lost first, and any leftover 
damage carries over to your stamina points if you have 
any. Then, if your stamina points are equal to 0, then your 
temporary hit points are lost first, and any leftover damage 
carries over to your hit points if you have any. A character 
can, therefore, be at full stamina point or hit points and 
receive temporary stamina points or temporary hit points. 
Healing can’t restore temporary stamina or hit points, and 
they can’t be added together. If you have temporary 
stamina or hit points and receive more of them, you decide 
whether to keep the ones you have or to gain the new 
ones. 

For example, if a perk grants you 12 temporary stamina 
points when you already have 10, you can have 12 or 10, 
not 22. The same goes for hit points. 

Some items and perks require dealing damage to a 
creature’s hit points, thus; any damage dealt to temporary 
hit points is as if the damage was dealt to the creature's hit 
points. If you have 0 hit points, receiving temporary 
stamina or hit points doesn’t bring you out of the dying 
condition or stabilize you. They can still absorb damage 
directed at you while you’re in that state. Unless a 
consumable, item, perk, or ability that grants you 
temporary stamina or hit points has a duration, they last 
until they’re depleted or if you finish a rest that was at least 
1 hour. 
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The Order of Damage 
There are lots of ways damage can be increased or 
reduced in this system. Below is an listed order of when to 
apply various resistances and damage thresholds when a 
creature takes damage. 
When a creature takes damage, it is first subtracted from 
their temporary stamina points, then their stamina points. 
If a creature has no temporary stamina points, and has no 
stamina points, then the damage is reduced by half if they 
have resistance, or doubled if they are vulnerable to the 
damage, then it is subtracted by their DT. Any damage 
after this is carried over and first subtracted by the 
creature’s temporary hit points, then their hit points. 
If a creature ever heals their stamina points, or temporary 
stamina points; the next time they take damage it is 
subtracted from their stamina points again. 


List View of the Order of Damage 
Temporary Stamina Points -> 
Stamina Points -> 
Resistance/Vulnerability -> 
Damage Threshold (DT) -> 
Temporary Hit Points -> 

Hit Points. 


Conditions 


“1 was born two months premature. When | was one, | was 
dropped on the porch. When | was two, | had pneumonia. 
When | was three, | got the chicken pox. When | was four, 
| fell down the stairs and broke six ribs.” 

- Dave 


Blinded 

A blinded creature can't see and automatically fails any 
ability check that requires sight. Attack rolls against a 
blinded creature have advantage. A blinded creature can 
attack creatures with a blind attack if they are aware of 
them. 


Bleeding 

At the start of each of their turns, for each level of bleeding 
they have, a creature with this condition takes damage to 
their hit points equal to half their healing rate (rounded 
down). A dying creature with any levels of this condition 
fails a death save at the start of their turns. If a creature 
who has any levels of bleeding is healed, they do not gain 
any hit points, instead they remove two levels of bleeding. 


Burning 
A burning creature takes 1d10 fire damage at the start of 
their turns. They can spend 6 AP to put themselves out. 


Buzzed 

While buzzed you have disadvantage on all Intelligence 
and Perception ability and skill checks and advantage on 
all Endurance and Strength ability and skill checks. 


Corroded 
While you are corroded, your DT is reduced by 5. 


Dazed 

While you are dazed, your maximum AP is reduced by half 
(rounded down) and you do not recycle any unused AP at 
the start of your next turn. 


Deafened 
A deafened creature can't hear and automatically fails any 
ability check that requires hearing. 


Dehydration 

Whenever you roll a d20, the total is subtracted by 1 for 
each level of dehydration you have. At the end of each 
day, or every 24 hours, if you did not consume at least 
three drinks or a drink with the hydrating property, you 
gain three levels of dehydration. When you gain your tenth 
level of dehydration, you die. 
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Drunk 

While drunk, you gain the effects of buzzed, you have 2 
less AP, and your maximum stamina points increase by a 
number equal to your level. 


Encumbered 

An encumbered creature moves slowly (2 AP per 5 feet). 
The creature’s travel pace is halved, and you gain a level 
of Fatigue each hour you are encumbered. 


Exhaustion 

Whenever you roll a d20, the total is subtracted by 1 for 
each level of exhaustion you have. When you gain your 
tenth level of exhaustion, you die. If you are a human, 
ghoul, or super mutant; you can remove one level of 
exhaustion after resting for at least 6 hours. If you are a 
robot or gen-2 synth; you can remove one level of 
exhaustion after resting for at least 2 hours. 


Fatigue 

Whenever you roll a d20, the total is subtracted by 1 for 
each level of fatigue you have. You can only ever have a 
total of nine levels of fatigue. At the end of each of your 
turns you lose one level of fatigue. 


Frightened 

When a creature becomes frightened, they must succeed 
an Endurance ability check with the DC equal to 8 + the 
Intimidation skill bonus of the frightening creature. 

- If they succeed this check by 5 or more, they are 
not frightened. 

- — If they succeed this check, they can choose to 
become frightened Flight, Fight, Freeze, or Fawn 
for half (rounded down) the allotted time. 

- — If they fail this check, they can choose to become 
frightened Flight, Fight, Freeze, or Fawn for the 
allotted time. 

- — If they fail this check by 5 or more, they can 
choose to become frightened Flight or Freeze for 
the allotted time. 

Frightened - Flight. A creature with this condition 
must use their action points on their turn to move as far 
away from the source of their fear as possible. 

Frightened - Fight. A creature with this condition must 
use their action points on their turn to attack with intent to 
kill towards the source of their fear. They cannot spend 
action points to move away from the source of their fear. 

Frightened - Freeze. A creature with this condition 
loses half their maximum AP (rounded down) and cannot 
spend any AP to move. 

Frightened - Fawn. A creature with this condition uses 
all their AP on their turn to attack any creatures that are 
considered enemies to the source of their fear, or takes 
any other actions that would heal or help the source of 
their fear. 


Grappled 
A grappled creature cannot spend AP to move. 


Hammered 

While drunk, you gain the effects of buzzed and drunk. 
Additionally, your maximum stamina points increase by a 
number equal to your level and whenever you roll a d20 it 
is subtracted by 5. 


Heavily Encumbered 

A heavily encumbered creature moves slowly (3 AP per 5 
feet). The creature’s travel pace is halved. Every hour a 
heavily encumbered creature travels reduces their 
maximum stamina points by 2 (resets upon sleeping) 
Every day a heavily encumbered creature travels reduces 
their carry load capacity by 10 (resets upon traveling a day 
without being encumbered) 
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Hunger 
Whenever you roll a d20, the total is subtracted by 1 for 
each level of hunger you have. At the end of each day, or 
after 24 hours, if you did not consume at least one food, 
you gain one level of hunger. When you gain your tenth 
level of hunger, you die. 


Invisible 

An invisible creature is impossible to see. For the purpose 
of hiding, the creature is heavily obscured. The creature's 
location can be detected by any noise it makes or any 
tracks it leaves. Attack rolls against the creature have 
disadvantage, and the creature's attack rolls have 
advantage. 


Poisoned 
A poisoned creature has disadvantage on all d20 rolls. 


Prone 

A prone creature's only movement option is to crawl, 
unless it stands up and thereby ends the condition. The 
creature has disadvantage on attack rolls. An attack roll 
against the creature has advantage if the attacker is within 
5 feet of the creature. Otherwise, the attack roll has 
disadvantage. 


Radiation 

Whenever you roll a d20, the total is subtracted by 1 for 
each level of radiation you have. Additionally, each time 
you gain a level of radiation you take 1d12 radiation 
damage to your hit points. This damage cannot be healed 
until you are no longer in an irradiated zone. If this 
radiation damage reduces you to 0 hit points, or you would 
gain your 10th level of radiation; you die. Roll a Luck 
check with a DC of 20. If you succeed, you return to life as 
a ghoul with 1 hit point. If you roll below a 5 on this check, 
you instead return to life as a feral ghoul and the GM 
controls your character. 


Restrained 

A restrained creature cannot move. When a restrained 
creature takes damage it cannot be subtracted from their 
stamina points. 


Shadowed 

While you are shadowed, you cannot be detected via sight 
from creatures who do not have night vision. If a creature 
is aware of your presence and does not have night vision, 
they can attempt to target you with a blind attack. 


Shock 

A creature who goes into shock has their stamina points 
immediately drop to 0 and starts their next turn with a 
maximum of 6 AP. 


Slowed 
A slowed creature starts their turn with a maximum of 6 
AP. 


Unconscious 

When a creature becomes unconscious, it drops anything 
it was holding and all of its stamina points drop to O. It 
can't move or speak, and is unaware of its surroundings. 


Wasted 

While wasted, you gain the effects of buzzed, drunk, and 
hammered. Additionally, you remember nothing from the 
time while you’re wasted and you fall unconscious after an 
hour. 
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GM Section 


Hey Game Master! 

This section originally comes from a PDF that | made of 
rules that | wrote for myself when | ran this system. It is in 
no way something that | think all GM’s should stick 100% 
to. (It’s also barely in a playable state.) It’s a rough 
collection of notes that you might find useful. | primarily 
used these in our live game of Fallout: Zero for loot tables, 
encounters, and XP. And they worked pretty well! If you 
plan on running this fallout system, I’d highly recommend 
you adjust these tables and rules for yourself and your 
table. | often changed these rules per game, and you 
should too! Just remember to abide by the players’ perks 
and make them feel useful for taking them. 


Experience Points (XP) 
Encounters and Quest difficulties are divided into Easy, 
Average, or Difficult. 


Easy should rarely ever occur in the wasteland. The rare 
occasion a quest, encounter, or dungeon is easy should 
be if the party is a higher level and dealing with a smaller 
threat. Enemies and encounters will be 2 to 3 levels lower 
than the party. Highly recommend not giving parties of 
level 6 or lower “easy”. Average is the go-to. Enemies will 
be leveled to the party and should be challenging enough 
to warrant thought and strategy. Difficult should only occur 
if it fits the narrative. Whether a deathclaw needs to be 
killed, the dungeon is filled with traps, or the encounter is 
to be run away from. Difficult is generally 2 to 3 levels 
above your party, and it’s LIKELY they will die. 


Difficulty 
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Loot 


Room Loot 
Random scattered stuff 
roll for containers 

Container Loot 
random assorted things based on theme 
each container has a chance to have caps 
each container has an assortment of things 
randomly rolled 


Room Loot 

When the characters explore a room, or if preparing ahead 
of time, roll on the tables below to learn if any are found in 
the room. 


Food, Drinks, Chems, Medicine, Ammo. 


10 and above. Ranged Weapons, Melee Weapons, 
Explosives. 
17 and above. Armor and Skill Magazine. 


17 - 20 2d6 Big Junk 


21+ Roll Twice or Choose 


Luck Roll Food 

BlamCo Mac & Cheese 
Canned Dog Food 
Cram 

Dandy Boy Apples 
Fancy Lads Snack Cakes 
InstaMash 

Noodle cup 

Pork n' Beans 

Potato Crisps 

Salisbury Steak 

Sugar Bombs 

Yum Yum Deviled Eggs 
Baked Bloatfly 

Gecko steak 


Grilled Radroach 


Grilled Radstag 


“Ni 


Iguana on a Stick 
Mole rat chunks 


Ribeye steak 


NO 


Deathclaw Steak 


ana 
ee 
_ 
Ca 


Luck Roll Drinks 


Beer or Wine 


Rum, Scotch, Whiskey, Vodka, or Wasteland 
Tequila. 


Absinthe or Moonshine. 
Coffee 


Nuka-Cola 


ss 
ie) 


o N oO = 
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= 


Nuka-Cola Cherry 
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19 - 20 Purified water (80z) 
Choose or Roll Twice. 


Cn 
Ee 


7 Jet 
fom 
= [ses om rs Oman oa) 


Roll 2 
ee [cone 


fo pe 


Addictol 


10 
13 
14 


a 
En 
2 fowe 
Cn 
5 faweoe 
Cn 
Ea i 
Cn 
2 fae 
Ec 
2 
a 
Es Ce 
a 
fs fewse 
Ee 
Ea 
EC 
a 
Ea a 
Ea 


1 
2 
3 
4 
5 
7 
10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 
21+ 


Luck Roll Weapons 


.32 Pistol 
.357 Magnum Revolver 

.44 Magnum Revolver 

10mm Pistol 

Ranger Sequoia 


Roll Twice. 


.32 Pistol 


357 Magnum Revolver 


.44 Magnum Revolver 
Roll Twice. 


Junk 


All junk can be measured in one to three versions. 


Antiseptic 


Ballistic Fiber 


Ceramic 


Bag of fertilizer (1) 


Fiber optics 


Fiberglass 


Abraxo Cleaner (1) 
Bloatfly Gland (2) 
Big Battery (3) 


Duct Tape (1) 
Wonderglue (2) 
Vegetable Starch (3) 


Soda Can (1) 
Hubcap (2) 
Cake Pan (3) 


Toothpaste (1) 
Blood Sac (2) 
Turpentine (3) 


Coffee Pot (1) 
Abraxo Cleaner (2) 
Extinguisher (3) 


Military ammo bag (1) 
Military grade duct tape (2) 
Raw Fiber (3) 


Coffee cup (1) 
Bowl (2) 
Vase (3) 


Hot plate (1) 
Telephone (2) 
Military-grade circuit board (3) 


Pre-war money (1) 
Duct Tape (2) 
Jangles the moon monkey (3) 


Light Bulb (1) 
Hot Plate (2) 
High Powered Magnet (3) 


Magnifying glass (1) 
Microscope (2) 
Camera (3) 


Magnifying glass (1) 
Biometric scanner (2) 
Flight data recorder (3) 


Cigar box (1) 
Jangles the Moon Monkey (2) 
Telephone (3) 


Adjustable Wrench (1) 
Desk Fan (2) 
Typewriter (3) 


Bottle (1) 
Microscope (2) 
Vacuum Tube (3) 


Nuclear Material 
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Pencil (1) 
Five Bullets (2) 
Dumbbell (3) 


Baseball (1) 
Baseball Glove (2) 
Animal Hide (3) 


Blast Radius Board Game (1) 
Biometric Scanner (2) 
Radioactive Gland (3) 


Blowtorch (1) 
Oil Can (2) 
Cooking Oil (3) 


Paint Can (can have anywhere from 1 to 
3 uses) 


Globe (1) 
Plastic Pumpkin (2) 
Dog Bowl (3) 


Bonesaw (1) 
Extinguisher (2) 
Basketball (3) 


Globe (1) 
Typewriter (2) 
Any Ranged Weapon (3) 


Silver fork (1) 
Hairbrush (2) 
Silver bar (10) 


Flip lighter (1) 
Camera (2) 
Typewriter (3) 


Metal Bucket (1) 
Toaster (2) 
Any Weapon (3) 


Clipboard (1) 
Broom (2) 
Log (3) 


Statblocks 


Ghouls 


Feral Ghoul 
Medium ghoul 


Armor Class 10 
Damage Threshold 0 
Stamina Points 7 

Hit Points 3 


STR PER END CHA _sINT AGI LCK 


6 (+1) 2(-3) 3(-2) 2(4) 165) 7 (+2) 3(-2) 


Damage Resistances poison 
Condition Immunities Irradiated. 
Skills Unarmed +4, Sneak +4. 
Senses passive sense 9 

Healing Rate 2 


Irradiated. When a feral ghoul deals damage to a 
creature's HP, the target must succeed a DC 10 Rad 
Resist check or take one level of rads. 


Loot. Roll a 1d6 to determine what the ghoul drops. 


Bottlecap 
Duct tape 


Pre-War Money 
le | Nothing 


Action Points 12 


3 AP 
Slam. Unarmed Attack: +4 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 4 (1d4+2) bludgeoning. 


142 


Feral Ghoul Roamer 
Medium ghoul 


Armor Class 10 
Damage Threshold 0 
Stamina Points 14 
Hit Points 6 


STR PER END CHA INT AGI LCK 
6 (+1) 2(-3) 3(-2) 24) 1(-5) 7 (+2) 3(-2) 


Damage Resistances poison 
Condition Immunities Irradiated. 
Skills Unarmed +4, Sneak +4. 
Senses passive sense 9 

Healing Rate 3 


Irradiated. \When a feral ghoul deals damage to a 
creature's HP, the target must succeed a DC 10 Rad 
Resist check or take one level of rads. 


Loot. Roll a 1d6 to determine what the ghoul drops. 


Bottlecap 
Duct tape 


Silver fork 
Neer | Nothing 


Action Points 12 


3 AP 
Slam. Unarmed Attack: +4 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 5 (1d4+3) bludgeoning. 


Feral Ghoul Stalker 
Medium ghoul 


Armor Class 10 
Damage Threshold 1 
Stamina Points 16 
Hit Points 6 


STR PER  END- CHA _INT AGI LCK 


6 (+1) 2(-3) 3(-2) 2(4) 1(5) 8(+3) 3(-2) 


Damage Resistances poison 
Condition Immunities Irradiated. 
Skills Unarmed +5, Sneak +8. 
Senses passive sense 9 

Healing Rate 3 


Irradiated. When a feral ghoul deals damage to a 
creature's HP, the target must succeed a DC 12 Rad 
Resist check or take one level of rads. 


Stalker. |f a stalker lies on the ground, it is 
indistinguishable from a ghoul corpse. 


Loot. Roll a 1d6 to determine what the ghoul drops. 


Bottlecap 
Duct tape 


Silver fork 
ee Nothing 


Action Points 13 


3 AP 
Slam. Unarmed Attack: +5 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 8 (2d4+3) bludgeoning. 
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Feral Ghoul Reaver 
Medium ghoul 


Armor Class 12 
Damage Threshold 1 
Stamina Points 28 
Hit Points 12 


STR PER END CHA INT AGI LCK 
6 (+1) 2(-3) 3(-2) 24) 1(-5) 7 (+2) 3(-2) 


Damage Resistances poison 
Condition Immunities Irradiated. 
Skills Unarmed +4, Sneak +7. 
Senses passive sense 9 

Healing Rate 5 


Irradiated. When a feral ghoul deals damage to a 
creature's HP, the target must succeed a DC 13 Rad 
Resist check or take one level of rads. 


Loot. Reaver’s always have x1 Scrap Metal armor. 
Roll a 1d6 to determine what the ghoul drops. 


Bottlecap 
Duct tape 


Clipboard 
es | Nothing 


Action Points 12 


3 AP 
Slam. Unarmed Attack: +4 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 12 (4d4+2) bludgeoning. 


Feral Ghoul, Withered. 
Medium ghoul 


Armor Class 12 
Damage Threshold 2 
Stamina Points 28 
Hit Points 20 


STR PER END- CHA _sINT AGI LCK 


6 (+1) 3(-2) 5(+0) 2(4) 1(5) 7 (+2) 3(-2) 


Damage Resistances poison 
Condition Immunities Irradiated. 
Skills Unarmed +6, Sneak +7. 
Senses passive sense 10 
Healing Rate 6 


Irradiated. When a feral ghoul deals damage to a 
creature's HP, the target must succeed a DC 13 Rad 


Resist check or take one level of rads. 


Loot. Roll a 1d6 to determine what the ghoul drops. 


1d6 Bottlecaps 


Eg 
oa 


Duct tape 
Nothing 


Action Points 12 


3 AP 
Slam. Unarmed Attack: +6 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 14 (5d4+2) bludgeoning. 
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Feral Ghoul, Gangrenous. 
Medium ghoul 


Armor Class 13 
Damage Threshold 2 
Stamina Points 35 
Hit Points 25 


STR PER END CHA INT AGI LCK 
6 (+1) 3(-2) 5(#0) 2(-4) 1(-5) 7 (+2) 3(-2) 


Damage Resistances poison 
Condition Immunities Irradiated. 
Skills Unarmed +6, Sneak +7. 
Senses passive sense 10 
Healing Rate 7 


Irradiated. When a feral ghoul deals damage to a 
creature's HP, the target must succeed a DC 14 Rad 
Resist check or take one level of rads. 


Loot. Roll a 1d6 to determine what the ghoul drops. 


1d6 Bottlecaps 


a 


Action Points 12 


3 AP 
Slam. Unarmed Attack: +6 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 17 (6d4+2) bludgeoning. 


Feral Ghoul, Rotting. 
Medium ghoul 


Armor Class 14 
Damage Threshold 2 
Stamina Points 64 
Hit Points 40 


STR PER  END- CHA _INT AGI LCK 


6 (+1) 4(-1) 5(#0) 2(4) 1(-5) 8(+3) 3(-2) 


Damage Immunities poison 
Condition Immunities Irradiated. 
Skills Unarmed +6, Sneak +7. 
Senses passive sense 11 
Healing Rate 10 


Irradiated. When a feral ghoul deals damage to a 
creature's HP, the target must succeed a DC 14 Rad 
Resist check or take one level of rads. 


Loot. Roll a 1d4 to determine what the ghoul drops. 


2d6 Bottlecaps 
Silver fork 
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Feral Ghoul, Charred. 
Medium ghoul 


Armor Class 14 
Damage Threshold 3 
Stamina Points 88 
Hit Points 55 


STR PER END CHA INT AGI LCK 
6 (+1) 5(+#0) 5(+#0) 2(-4) 1(-5) 8(+3) 3 (-2) 


Damage Immunities poison 
Condition Immunities Irradiated. 
Skills Unarmed +6, Sneak +7. 
Senses passive sense 12 
Healing Rate 13 


Irradiated. \When a feral ghoul deals damage to a 
creature's HP, the target must succeed a DC 16 Rad 
Resist check or take one level of rads. 


Loot. Roll a 1d6 to determine what the ghoul drops. 


4d6 Bottlecaps 


Nothing 


Action Points 13 


3 AP 
Slam. Unarmed Attack: +6 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 16 (3d8+3) bludgeoning. 


Nothing 


Action Points 14 


3 AP 
Slam. Unarmed Attack: +6 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 25 (5d8+3) bludgeoning. 


Glowing One 
Medium ghoul 


Armor Class 12 
Damage Threshold 1 
Stamina Points 48 
Hit Points 64 


STR PER END CHA INT AGI LCK 
6 (+1) 3(-2) 8(+3) 2(4) 1(-5) 6(+1) 3(-2) 


Damage Immunities poison 
Condition Immunities Irradiated. 
Skills Unarmed +4, Sneak +7. 
Senses passive sense 10 
Healing Rate 12 


Irradiated. When a feral ghoul deals damage to a 
creature's HP, the target must succeed a DC 13 Rad 
Resist check or take one level of rads. 


Glowing. Any creature that starts their turn within 10 feet 
of the Glowing One must succeed a DC 13 Rad Resist 
check or take one level of rads. 


Loot. Glowing One’s always have x1 Radioactive Gland 
and have x1 Bottlecap, x1 Rad-X on a successful DC 10 
Luck check. 


Action Points 11 


3 AP 
Slam. Unarmed Attack: +4 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 11 (4d4+1) bludgeoning. 


6 AP 

Rad Revive. The Glowing One releases concentrated 
radiation into the area around it. Any creature within 20 
feet of the Glowing One must succeed a DC 13 Rad 
Resist check or take one level of rads. In addition, all dead 
ghouls within 20 feet of the glowing come back to life with 
half their HP and SP. 
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Glowing One, Putrid. 
Medium ghoul 


Armor Class 14 
Damage Threshold 2 
Stamina Points 78 
Hit Points 104 


STR PER END CHA INT AGI LCK 
6 (+1) 4(-1) 8(+3) 2(-4) 1(-5) 6(+1) 3(-2) 


Damage Immunities poison 
Condition Immunities Irradiated. 
Skills Unarmed +6, Sneak +7. 
Senses passive sense 11 
Healing Rate 17 


Irradiated. \When a feral ghoul deals damage to a 
creature's HP, the target must succeed a DC 18 Rad 
Resist check or take one level of rads. 


Glowing. Any creature that starts their turn within 10 feet 
of the Glowing One must succeed a DC 18 Rad Resist 
check or take one level of rads. 


Loot. Glowing One’s always have x1 Radioactive Gland 
and have x1 Bottlecap on a successful DC 10 Luck check. 


Action Points 11 
3 AP 


Slam. Unarmed Attack: +6 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 19 (4d8+1) bludgeoning. 


Glowing One, Bloated. 
Medium ghoul 


Armor Class 15 
Damage Threshold 3 
Stamina Points 90 
Hit Points 120 


STR PER END CHA INT AGI LCK 
6 (+1) 5(#0) 8(+3) 2(-4) 1(-5) 6(+1) 3(-2) 


Damage Immunities poison 
Condition Immunities Irradiated. 
Skills Unarmed +4, Sneak +7. 
Senses passive sense 12 
Healing Rate 19 


Irradiated. When a feral ghoul deals damage to a 
creature's HP, the target must succeed a Rad Resist 
check which is increased by 8 or take one level of rads. 


Glowing. Any creature that starts their turn within 20 feet 
of the Glowing One must succeed a Rad Resist check 
which is increased by 8 or take two levels of rads. 


Oozing. Any weapon that hits the Glowing One corrodes 
and melts. After dealing damage, the weapon decays by 2 
levels. 


Loot. Glowing One’s always have x1 Radioactive Gland 
and have x1 Bottlecap on a successful DC 10 Luck check. 


Action Points 11 
3 AP 


Slam. Unarmed Attack: +4 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 11 (4d4+1) bludgeoning. 
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Abominations 


Super Mutant 


Medium abomination 


Armor Class 10 
Damage Threshold 1 
Stamina Points 16 
Hit Points 32 


STR PER END- CHA _INT AGI LCK 


8(+3) 7 (+2) 8(+3) 3(-2) 3(-2) 4(-1) 3(2) 


Condition Immunities Irradiated 
Skills Guns +1, Melee Weapons +5. 
Senses passive sense 14 

Healing Rate 8 


Human Hatred. Super Mutant’s deal an extra 2 damage 
whenever they attack a human. 


Loot. Super Mutants have x1 hunting rifle (3rd level 
decay), x2 packs of .308’s, x1 board, x1 molotov cocktail 
(unless it was used) and x3 bones. 


Action Points 9 


3 AP 
Board. Unarmed Attack: +5 to hit, reach 5 ft., one target. 
Crit Chance, 20/1d8. Hit: 7 (1d8+3) bludgeoning. 


5 AP 

Hunting rifle. Ranged Weapon Attack: +1 to hit, range 
55/125 ft., one target. Crit Chance, 20/x2. Hit: 10 (2d10-1) 
ballistic. Reload every 10 attacks. 


5 AP. (Can only be used once per encounter) 

Molotov Cocktail. Thrown Explosive: +2 to roll, range 45 
ft., 10ft radius. All creatures in the area take 3d10 fire 
damage and 1d10 at the start of their turns. 
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Super Mutant Suicider 


Medium abomination 


Armor Class 10 
Damage Threshold 0 
Stamina Points 16 
Hit Points 32 


STR PER END CHA INT AGI LCK 
8(+3) 7 (+2) 8(+3) 3(-2) 3(-2) 4(-1) 3(-2) 


Condition Immunities Irradiated 
Skills Guns +1, Melee Weapons +5. 
Senses passive sense 14 

Healing Rate 8 


Mini Nuke. lf the Super Mutant takes damage to their hit 
points from a targeted attack to their arm, the mini nuke 
explodes. 


Loot. x1 Mini-Nuke (unless it exploded) 
Action Points 9 


4 AP 

Touchdown! The Super Mutant Suicider throws their mini 
nuke directly below them, blowing up themselves and 
everyone else around them. All creatures within 30 feet of 
the super mutant take 66 (12d10) explosive damage. 


Super Mutant Skirmisher 


Medium abomination 


Armor Class 10 
Damage Threshold 1 
Stamina Points 20 
Hit Points 40 


STR PER END CHA _INT AGI LCK 
8 (+3) 8(+3) 8(+3) 3(-2) 3(-2) 5(+0) 3(-2) 


Condition Immunities Irradiated 
Skills Guns +4, Melee Weapons +5. 
Senses passive sense 15 

Healing Rate 9 


Human Hatred. Super Mutant’s deal an extra 2 damage 


whenever they attack a human. 


Loot. Super Mutants have x1 thompson smg (3rd level 
decay), x2 packs of .308’s, x1 board, x1 molotov cocktail 
(unless it was used) and x3 bones. 


Action Points 10 


3 AP 
Board. Unarmed Attack: +5 to hit, reach 5 ft., one target. 
Crit Chance, 20/1d8. Hit: 7 (1d8+3) bludgeoning. 


5 AP (makes 3 attacks) 

Thompson SMG. Ranged Weapon Attack: +4 to hit, 
range 80/120 ft., up to three targets within 10 feet of each 
other. Crit Chance, 20/x2. Hit: 2 (1d4) ballistic. Reload 
every 10 attacks. 


5 AP. (Can only be used once per encounter) 

Molotov Cocktail. Thrown Explosive: +2 to roll, range 45 
ft., 10ft radius. All creatures in the area take 3d10 fire 
damage and 1d10 at the start of their turns. 
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Super Mutant Brute 


Medium abomination 


Armor Class 11 
Damage Threshold 1 
Stamina Points 36 
Hit Points 72 


STR PER END CHA INT AGI LCK 
9(+4) 9(+4) 8B(+3) 3(-2) 3(-2) 4(-1) 3(-2) 


Condition Immunities Irradiated 
Skills Guns +6, Melee Weapons +8. 
Senses passive sense 15 

Healing Rate 13 


Human Hatred. Super Mutant’s deal an extra 2 damage 
whenever they attack a human. 


Loot. Super Mutants have x1 hunting rifle (3rd level 
decay), x2 packs of 12 gauge, x1 bumper sword, x1 frag 
grenade (unless it was used) and x3 bones. 


Action Points 9 


6 AP 

Bumper Sword. Unarmed Attack: +8 to hit, reach 10 ft., 
one target. Crit Chance, 20/x3. Hit: 14 (3d6+4) 
bludgeoning. 


5 AP 

Combat Shotgun. Ranged Weapon Attack: +6 to hit, 
range 45/60 ft., one target. Crit Chance, 20/x2. Hit: 6 
(2d12-1) ballistic. Reload every 12 attacks. 


4 AP, (Can only be used once per encounter) 

Frag Grenade. Thrown Explosive: +4 to roll, range 90 ft., 
10/20ft radius. All creatures in the area take 17 (5d6) 
explosive damage or half as much in the second range. 


Super Mutant Butcher 


Medium abomination 


Armor Class 12 
Damage Threshold 2 
Stamina Points 50 
Hit Points 80 


STR PER END CHA _sINT AGI LCK 
10 (+5) 10 (+5) 8 (+3) 3 (-2) 3(-2) 5(+0) 3 (-2) 


Condition Immunities Irradiated 
Skills Guns +8, Melee Weapons +10. 
Senses passive sense 15 

Healing Rate 14 


Human Hatred. Super Mutant’s deal an extra 2 damage 
whenever they attack a human. 


Butcher. Super Mutant Butcher’s are well versed in melee 
weapons and deal extra damage with them. 


Loot. Super Mutant Butchers have x1 fire axe, x1 frag 
grenade (unless it was used) and x3 bones. 


Action Points 10 


6 AP 
Fire Axe. Unarmed Attack: +10 to hit, reach 10 ft., one 
target. Crit Chance, 20/x3. Hit: 27 (4d10+5) slashing. 


4 AP, (Can only be used once per encounter) 

Frag Grenade. Thrown Explosive: +4 to roll, range 90 ft., 
10/20ft radius. All creatures in the area take 17 (5d6) 
explosive damage or half as much in the second range. 
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Super Mutant Master 


Medium abomination 


Armor Class 13 
Damage Threshold 2 
Stamina Points 65 
Hit Points 104 


STR PER END CHA INT. AGI LCK 
10 (+5) 10 (+5) 8 (+3) 3(-2) 3(-2) 7 (+2) 3(-2) 


Condition Immunities Irradiated 
Skills Guns +10, Melee Weapons +10. 
Senses passive sense 15 

Healing Rate 17 


Human Hatred. Super Mutant’s deal an extra 2 damage 
whenever they attack a human. 


Loot. Super Mutants have x1 Minigun (4th level of Decay), 
x1 Missile launcher (5th level of decay), x3 packs of 5mm 
ammo, x3 missiles. On a successful DC 12 Luck check, 
Master’s also have 4d10 caps and x3 stimpaks. 


Action Points 12 


6 AP (makes 3 attacks) 

Minigun. Ranged Weapon Attack: +8 to hit, range 80/120 
ft., up to three targets within 10 feet of each other. Crit 
Chance, 20/5d6. Hit: 16 (5d6-1) ballistic. Reload every 4 
(12) attacks. 


6 AP 

Missile Launcher. Ranged Weapon Attack: +7 to hit, 
range 80/200 ft., 10 ft. radius. Crit Chance, 20/x4. Hit: 27 
(8d6-1) explosive. Reload after each attack. Must beat an 
AC 15 to hit the target. Otherwise the attack hits in a 
random spot 1d8 x 5 feet away from your designated spot. 


Behemoth 


Huge abomination 


Armor Class 15 
Damage Threshold 5 
Stamina Points 80 
Hit Points 160 


STR PER END CHA INT. AGI LCK 
12 (+7) 6 (+1) 10 (+3) 3(-2) 2(-3) 5 (+0) 3(-2) 


Damage Resistances poison 
Condition Immunities Irradiated 
Skills Melee Weapons +10. 
Senses passive sense 13 
Healing Rate 21 


Loot. Roll a 1d6 to determine what the behemoth drops. 


2d10 Bottlecaps, x4 pencils, x1 dogbowl. 


ae x3 Frag Grenades, x1 bottle, x1 duct tape. 
x1 sawed-off shotgun (DL 5), x1 coffee pot, x1 


deathclaw hide. 


x1 fat-man (DL 7), x1 pre-war money, x1 big 
battery 


Action Points 10 


5 AP 

Fire Hydrant. Melee Weapon Attack: +10 to hit, reach 10 
ft., one target. Crit Chance, 20/5d10. Hit: 34 (5d10+7) 
bludgeoning. If this attack hits a medium or smaller 
creature, they are pushed away from the behemoth by 5 - 
target’s END modifier x 5 feet away. 


6 AP 

Boulder. Ranged Weapon Attack: +7 to hit, range 80/160 
ft., one target. Crit Chance, 20/x2. Hit: 20 (3d8+7) 
bludgeoning. 
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Animals and Insects 


Brahmin 
Large mutated animal 


Armor Class 10 
Damage Threshold 1 
Stamina Points 18 
Hit Points 48 


STR PER END CHA _INT AGI LCK 


8 (+3) 8(+3) 8(+3) 4(-1) 1(4) 3(-2) 5 (+0) 


Senses passive sense 15 
Healing Rate 10 


Pack Animal. Brahmin have double their normal carry 
load. 


Loot. x1 Brahmin meat, x1 Brahmin Hide. 
Action Points 8 


5 AP (two attacks) 

Ram. Unarmed Attack: +3 to hit, reach 5 ft., one target. 
Crit Chance, 20/1d8. Hit: 7 (1d8+3) bludgeoning. If the 
Brahmin moves 15 feet before using this attack, it has 

advantage on the attack roll. 
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Dog 


Medium animal 


Armor Class 10 
Damage Threshold 0 
Stamina Points 6 

Hit Points 4 


STR PER  END_~ CHA _INT AGI LCK 
6 (+1) 14 (+9) 4(-1) 6(+1) 1(-4) 6(41) 5 (+0) 


Senses passive sense 21 
Healing Rate 3 


Loot. x1 Dog Meat. 
Action Points 11 


5 AP 

Bite. Unarmed Attack: +5 to hit, reach 5 ft., one target. Crit 
Chance, 20/x2. Hit: 6 (2d4+1) bludgeoning. If this attack 
deals damage to a medium or smaller creature’s HP, they 
are grappled. Escape DC: Strength Contest. 


Mongrel 


Medium mutated animal 


Armor Class 10 
Damage Threshold 0 
Stamina Points 7 

Hit Points 6 


STR PER END CHA INT AGI LCK 
6 (+1) 7 (+2) 6 (+1) 6(+1) 16-4) 7 (42) 5 (40) 


Senses passive sense 14 
Healing Rate 4 


Loot. x1 Mongrel Meat. 
Action Points 11 


5 AP 

Bite. Unarmed Attack: +5 to hit, reach 5 ft., one target. Crit 
Chance, 20/x2. Hit: 3 (1d4+1) bludgeoning. If this attack 
deals damage to a medium or smaller creature’s HP, they 
are grappled. Escape DC: Strength Contest. 


Mongrel, Alpha. 


Medium mutated animal 


Armor Class 10 
Damage Threshold 0 
Stamina Points 21 
Hit Points 18 


STR PER END CHA INT AGI LCK 
6 (+1) 8(+3) 6 (+1) 6(+1) 1(-4) 7 (42) 5 (40) 


Senses passive sense 15 
Healing Rate 6 


Loot. x1 Mongrel Meat. 
Action Points 11 


5 AP 

Bite. Unarmed Attack: +5 to hit, reach 5 ft., one target. Crit 
Chance, 20/x2. Hit: 3 (1d4+1) bludgeoning. If this attack 
deals damage to a medium or smaller creature’s HP, they 
are grappled. Escape DC: Strength Contest. 
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Mole Rat 


Small mutated animal 


Armor Class 10 
Damage Threshold 0 
Stamina Points 3 

Hit Points 2 


STR PER END CHA INT AGI LCK 
3(-2) 4(-1) 5(+#0) 3(-2) 1(-4) 6(+1) 3(-2) 


Senses passive sense 11 
Healing Rate 1 


Diseased. When a mole rat deals damage to a creature's 
HP, they must succeed a DC 6 Luck check or become 
Diseased. 

Loot. x1 Mole Rat Meat. 

Action Points 11 

5 AP 


Bite. Unarmed Attack: +5 to hit, reach 5 ft., one target. Crit 
Chance, 20/x2. Hit: 1 (1d2-2) piercing damage. 


Mole Rat Brood Mother 


Medium mutated animal 


Armor Class 11 
Damage Threshold 1 
Stamina Points 36 
Hit Points 30 


STR PER END CHA INT AGI LCK 
3(-2) 4(-1) 5(#0) 3(2) 1(-4) 6(+1) 3(-2) 


Senses passive sense 11 
Healing Rate 8 


Diseased. When a mole rat deals damage to a creature's 


HP, they must succeed a DC 6 Luck check or become 
Diseased. 


Burrower. A Mole Rat can burrow into the ground with 2 
AP per 5 feet, while burrowing it has full cover. 


Loot. x1 Mole Rat Meat and x1 Mole Rat Hide. 
Action Points 11 


5 AP 


Bite. Unarmed Attack: +5 to hit, reach 5 ft., one target. Crit 


Chance, 20/x2. Hit: 8 (3d6-2) piercing damage. 
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Radstag 


Large mutated animal 


Armor Class 10 
Damage Threshold 1 
Stamina Points 12 
Hit Points 12 


STR PER END CHA INT. AGI LCK 
7 (+2) 10 (+5) 6(+1) 3(-2) 1(-4) 6(+1) 4(-1) 


Condition Immunities Irradiated 
Senses passive sense 18 
Healing Rate 5 


Cowardly. lf a Radstag is fleeing, it gains +3 AP. 


Loot. x1 Radstag Meat and x1 Radstag Hide. Ona 
successful DC 12 Luck check; 1d10 caps. 


Action Points 11 


5 AP (two attacks) 

Ram. Unarmed Attack: +3 to hit, reach 5 ft., one target. 
Crit Chance, 20/1d8. Hit: 6 (1d8+2) bludgeoning. If the 
Radstag moves 15 feet before using this attack, it has 

advantage on the attack roll. 


Mutated Bear 


Large mutated animal 


Armor Class 12 
Damage Threshold 3 
Stamina Points 66 
Hit Points 88 


STR PER END CHA _sINT AGI LCK 
9 (+4) 13 (+8) 8(+3) 2(-3) 1(-4) 6(+1) 5 (+0) 


Damage Resistances poison 
Condition Immunities Irradiated 
Senses passive sense 20 
Healing Rate 15 


Apex Predator. A mutated bear can climb and swim with 
1 AP per 5 feet. 


Loot. x1 bear meat. 
Action Points 11 


3 AP 

Claw. Unarmed Attack: +8 to hit, reach 5 ft., one target. 
Crit Chance, 20/5d8. Hit: 17 (3d8+4) slashing. If the 
mutated bear moves 15 feet before using this attack, the 
target falls prone. 


4 AP 

Bite. Unarmed Attack: +8 to hit, reach 5 ft., one target. Crit 
Chance, 20/x3. Hit: 26 (3d8+4) bludgeoning. If this attack 
deals damage to a medium or smaller creature’s HP, they 
are grappled. Escape DC: Strength Contest. 
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Deathclaw 
Large mutated animal 


Armor Class 15 
Damage Threshold 4 
Stamina Points 117 
Hit Points 104 


STR PER END CHA INT. AGI LCK 
12 (+7) 10 (+5) 8 (+3) 2(-3) 2(-3) 9(+4) 5 (+0) 


Damage Resistances poison, laser, plasma. 
Condition Immunities Irradiated 

Senses passive sense 20 

Healing Rate 17 


Apex Predator. Deathclaws can climb and swim with 1 
AP per 5 feet. 


Terrifying. When another creature can see the Deathclaw 
for the first time, they must succeed a DC 15 Endurance 
check or become frightened. 


Loot. x1 Deathclaw hand, Deathclaw hide, Deathclaw 
meat. 


Action Points 14 


3 AP 

Claw. Unarmed Attack: +8 to hit, reach 5 ft., one target. 
Crit Chance, 20/5d8. Hit: 29 (4d10+7) slashing. Causes 
bleeding. 


5 AP 

Toss. The Deathclaw picks up one object or creature and 
hurls it 30 feet away. If the target is a creature they must 
contest Strength. The creature being thrown or object that 
hits a creature takes 14 (4d6) 


6 AP 
Dirt Fling. Each creature within a 15 foot cone in front of 
the deathclaw becomes blinded until the end of their next 
turn. 


Giant Ant 


Large mutated insect 


Armor Class 10 
Damage Threshold 0 
Stamina Points 3 

Hit Points 5 


STR PER END CHA INT AGI LCK 
7 (#2) 3(-2) 5(+0) 1(-4) 1 (-4) 3(-2) 4 (-1) 


Senses passive sense 10 
Healing Rate 3 


Pack tactics. If another Ant is within 5 feet of the target of 
the ant’s attack, it has advantage. 


Loot. x1 ant meat. 
Action Points 8 


4 AP 
Bite. Unarmed Attack: +4 to hit, reach 5 ft., one target. Crit 
Chance, 20/x2. Hit: 2 piercing damage. 


Giant Ant, Soldier 


Large mutated insect 


Armor Class 10 
Damage Threshold 0 
Stamina Points 6 

Hit Points 10 


STR PER  END- CHA _INT AGI LCK 
10 (+5) 3(-2) 5(+0) 1 (-4) 1 (-4) 3(-2) 4(-1) 


Senses passive sense 10 
Healing Rate 4 


Pack tactics. If another Ant is within 5 feet of the target of 
the ant’s attack, it has advantage. 


Loot. x1 ant meat. 
Action Points 8 
4 AP 


Bite. Unarmed Attack: +4 to hit, reach 5 ft., one target. Crit 
Chance, 20/x2. Hit: 7 (1d4+5) piercing damage 
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Fire Ant 


Medium mutated insect 


Armor Class 10 
Damage Threshold 0 
Stamina Points 6 

Hit Points 8 


STR PER END CHA INT AGI LCK 
7(#2) 2(-3) 4(1) 10-4) 16-4) 32) 4(-1) 


Damage Resistances fire, laser. 
Senses passive sense 9 
Healing Rate 4 


Pack tactics. lf another Ant is within 5 feet of the target of 
the ant’s attack, it has advantage. 


Loot. x1 Fire ant meat. 
Action Points 8 


4 AP 
Bite. Unarmed Attack: +4 to hit, reach 5 ft., one target. Crit 
Chance, 20/x2. Hit: 4 (1d4+2) piercing damage. 


6 AP 

Fire Breath. Each creature within a 10 foot cone of the 
Fire Ant takes 2 fire damage and takes 2 fire damage at 
the start of each of their turns unless they extinguish the 
fire with 5 AP. 


Fire Ant, Queen 
Huge mutated insect 


Armor Class 10 
Damage Threshold 0 
Stamina Points 36 
Hit Points 72 


STR PER END- CHA _INT AGI LCK 
10 (+5) 5 (+0) 6 (+1) 1 (-4) 1 (-4) 3(-2) 4 (-1) 


Damage Resistances fire, laser. 

Senses passive sense 12 

Healing Rate 15 

Colony. When the Queen Fire Ant first takes damage to 
her HP, all Ants within 100 feet of her regain all their SP 
and have advantage on all attacks. 

Loot. x3 Fire ant meat, x3 Ant egg. 


Action Points 8 


4 AP 


Bite. Unarmed Attack: +6 to hit, reach 5 ft., one target. Crit 


Chance, 20/x2. Hit: 12 (3d6+2) piercing damage. 


6 AP 

Fire Breath. Each creature within a 20 foot cone of the 
Fire Ant takes 7 (2d6) fire damage and takes 7 (2d6) fire 
damage at the start of each of their turns unless they 
extinguish the fire with 5 AP. 
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Bloatfly 


Small mutated insect 


Armor Class 10 
Damage Threshold 0 
Stamina Points 2 

Hit Points 1 


STR PER END CHA INT AGI LCK 
SCZ) 2) 4D) NA: ACA) 2) ACT) 


Senses passive sense 10 
Healing Rate 1 


Flying. The Bloatfly can fly 5 feet with 1 AP. 


Sporadic Movement. All ranged attacks against the 
Bloatfly have disadvantage. 


Loot. x1 Bloatfly meat. 
Action Points 12 


4 AP 
Whack. Unarmed Attack: +4 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 2 piercing damage. 


4 AP 

Spittle. Ranged Weapon Attack: +4 to hit, range 20/60 ft., 
one target. Crit Chance, 20/x2. Hit: 4 (1d4+2) 
bludgeoning. On a Luck check of 3, the target becomes 
diseased. 


Bloatfly, Black 


Small mutated insect 


Armor Class 11 
Damage Threshold 1 
Stamina Points 8 

Hit Points 5 


STR PER END CHA INT AGI LCK 
3(-2) 3(-2) 5(+0) 1(4) 1(-4) 8(+3) 4(-1) 


Senses passive sense 10 
Healing Rate 3 


Flying. The Bloatfly can fly 5 feet with 1 AP. 


Sporadic Movement. All ranged attacks against the 
Bloatfly have disadvantage. 


Loot. x1 Bloatfly meat. 
Action Points 13 


4 AP 
Whack. Unarmed Attack: +5 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 2 piercing damage. 


4 AP 

Spittle. Ranged Weapon Attack: +5 to hit, range 20/60 ft., 
one target. Crit Chance, 20/x2. Hit: 8 (2d4+3) 
bludgeoning. On a Luck check of 5, the target becomes 
diseased. 
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Bloodbug 


Medium mutated insect 


Armor Class 11 
Damage Threshold 0 
Stamina Points 24 
Hit Points 12 


STR PER  END_~ CHA _INT AGI LCK 
3(-2) 10(+5)4(-1) 1(-4) 1(-4) 8(+3) 4/(-1) 


Senses passive sense 10 
Healing Rate 5 


Flying. The Bloodbug can fly 5 feet with 1 AP. 


Blood Sac. All ranged attacks against the Bloodbug have 
disadvantage until it deals damage to a creature's HP, 
provided the creature has blood. 


Loot. x1 Bloodbug meat 
Action Points 13 


4 AP 

Proboscis. Unarmed Attack: +5 to hit, reach 5 ft., one 
target. Crit Chance, 20/x3. Hit: 6 (1d6+3) piercing damage 
and 7 (2d6) poison damage. 


4 AP 

Blood Spit. \f the Bloodbug has dealt damage to a 
creature’s HP, provided they had blood, the Bloodbug can 
spit the blood at a creature within 10 feet of it. This attack 
has a +5 to hit and deals 10 (3d6) poison damage. Ona 
Luck check of 5, the target becomes diseased. 


Fog Crawler 
Huge mutated animal 


Armor Class 15 
Damage Threshold 5 
Stamina Points 96 
Hit Points 72 


STR PER END CHA _INT AGI LCK 
13 (+8) 10 (+5) 9(+4) 1(-4) 1(-4) 12 (+2) 6 (+1) 


Damage Resistances ballistic, explosive 
Condition Immunities Irradiated 
Senses passive sense 17 

Healing Rate 14 


Flutter. The Fog Crawler uses its wings to give itself a 
burst of speed. At the end of any other creature's turn, the 
Fog Crawler can move up to 20 feet. Once it uses this 
ability it cannot use it until the start of its next turn. 


Fog Blend. |f a Fog Crawler would be lightly obscured, it 
is instead heavily obscured. 


Loot. x5 mirelurk meat. 

Action Points 12 

3 AP 

Claw. Unarmed Attack: +10 to hit, reach 5 ft., one target. 


Crit Chance, 20/x2. Hit: 21 (3d8+8) slashing. 


4 AP 


Pincer. Unarmed Attack: +10 to hit, reach 5 ft., one target. 


Crit Chance, 20/x4. Hit: 26 (4d8+8) slashing and the 
creature is grappled and restrained. 


6 AP 

Ground Slam. The Fog Crawler leaps into the air. At the 
start of its next turn it chooses a point within 60 feet and 
slams into the ground. Each creature within 20 feet of the 
chosen point takes 35 (5d10+8) bludgeoning damage and 
is knocked prone if their Strength is 7 or less. 
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Mirelurk 


Large mutated animal 


Armor Class 14 
Damage Threshold 2 
Stamina Points 18 
Hit Points 24 


STR PER  END- CHA _INT AGI LCK 


9(+4) 3(-2) 8(+3) 1(-4) 1(-4) 4(-1) 4(-1) 
Condition Immunities Irradiated 
Senses passive sense 10 


Healing Rate 7 


Shell. The Mirelurk takes half the damage it normally 
would from area of effect attacks. 


Loot. x1 mirelurk meat. 
Action Points 9 
3 AP (only makes one attack per turn) 


Claw. Unarmed Attack: +6 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 11 (2d6+4) slashing. 
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Mirelurk Razorclaw 
Large mutated animal 


Armor Class 14 
Damage Threshold 3 
Stamina Points 20 
Hit Points 40 


STR PER END CHA INT AGI LCK 
9(+4) 3(-2) 8(+3) 1(4) 1(-4) 4(-1) 4(-1) 


Condition Immunities Irradiated 
Senses passive sense 10 


Healing Rate 9 


Shell. The Mirelurk takes half the damage it normally 
would from area of effect attacks. 


Loot. x1 mirelurk meat. 
Action Points 9 


3 AP (only makes one attack per turn) 
Claw. Unarmed Attack: +8 to hit, reach 5 ft., one target. 


Crit Chance, 20/x2. Hit: 20 (3d10+4) slashing. 


Mirelurk Queen 
Huge mutated animal 


Armor Class 13 
Damage Threshold 5 
Stamina Points 80 
Hit Points 192 


STR PER END CHA INT. AGI LCK 
13 (+8) 10 (+5) 12 (+7) 1(-4) 1(-4) 5 (+0) 4(-1) 


Condition Immunities Irradiated 
Senses passive sense 17 
Healing Rate 22 


Shell. The Mirelurk takes half the damage it normally 
would from area of effect attacks. 


Rad Field. Any creature that starts their turn within 15 feet 
of the Mirelurk Queen must succeed a DC 10 Rad Resist 
check or take one level of rads. 


Loot. x5 mirelurk meat. 
Action Points 10 


3 AP (makes two attacks) 
Claw. Unarmed Attack: +10 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 24 (3d10+8) slashing. 


6 AP 

Acid Spray. The Mirelurk Queen chooses six separate 5ft 
radius areas. At the start of her next turn; each creature in 
these areas takes 22 (4d10) poison. 
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Cazador 
Large mutated insect 


Armor Class 10 
Damage Threshold 0 
Stamina Points 40 
Hit Points 12 


STR PER  END_~ CHA _INT AGI LCK 
7 (+2) 9(+4) 3(-2) 1(-4) 1(-4) 10 (+5) 4 (-1) 


Senses passive sense 16 
Healing Rate 5 


Adept Flying. The Cazador can fly 10 feet with 1 AP. 


Sporadic Movement. All ranged attacks against the 
Cazador have disadvantage. 


Loot. x1 Cazador Poison Gland. A successful Luck check 
of 15 will yield x1 Cazador Egg. 


Action Points 15 


4 AP 

Stinger. Unarmed Attack: +9 to hit, reach 5 ft., one target. 
Crit Chance, 20/x3. Hit: 16 (4d6+2) piercing damage. If 
this damage was dealt to HP then the target also becomes 
poisoned for 1 minute and takes 2 poison damage at the 
start of each turn for 5 rounds. 


Cazador, Young. 
Medium mutated insect 


Armor Class 10 
Damage Threshold 0 
Stamina Points 20 
Hit Points 6 


STR PER END CHA _INT AGI LCK 


5 (+0) 7 (+2) 3(-2) 1(-4) 1(-4) 10 (+5) 4 (-1) 


Senses passive sense 14 
Healing Rate 3 


Adept Flying. The Cazador can fly 10 feet with 1 AP. 


Sporadic Movement. All ranged attacks against the 
Cazador have disadvantage. 


Loot. x1 Cazador Poison Gland. 
Action Points 15 


4 AP 

Stinger. Unarmed Attack: +7 to hit, reach 5 ft., one target. 
Crit Chance, 20/x3. Hit: 7 (2d6) piercing damage. If this 
damage was dealt to HP then the target also becomes 
poisoned for 1 minute and takes 1 poison damage at the 
start of each turn for 5 rounds. 
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Cazador, Legendary. 


Huge mutated insect 


Armor Class 10 
Damage Threshold 0 
Stamina Points 70 
Hit Points 21 


STR PER END CHA INT. AGI LCK 
9(+4) 10 (+5) 3(-2) 1(-4) 1(-4) 10 (+5) 4(-1) 


Senses passive sense 17 
Healing Rate 8 


Flying. The Cazador can fly 10 feet with 1 AP. 


Sporadic Movement. All ranged attacks against the 
Cazador have disadvantage. 


Loot. x1 Cazador Poison Gland. A successful Luck check 
of 10 will yield x1 Cazador Egg. 


Action Points 15 


4 AP 

Stinger. Unarmed Attack: +10 to hit, reach 5 ft., one 
target. Crit Chance, 20/x3. Hit: 25 (6d6+4) piercing 
damage. If this damage was dealt to HP then the target 
also becomes poisoned for 1 minute and takes 2 poison 
damage at the start of each turn for 5 rounds. 


Radscorpion 
Large mutated insect 


Armor Class 11 
Damage Threshold 2 
Stamina Points 24 
Hit Points 36 


STR PER END CHA INT AGI LCK 
9(+4) 9(+4) 9(+4) 2(-3) 1(-4) 6(+1) 4(-1) 


Damage Resistances poison 
Condition Immunities Irradiated 
Senses passive sense 16 
Healing Rate 8 


Burrow. The Radscorpion can burrow into dirt, sand, or 
loose earth with 3 AP, gaining total cover and advantage 
on Sneak checks. It can move through the ground with 2 
AP per 5 feet and can resurface with 1 AP. 


Loot. x1 Radscorpion poison gland, x1 Radscorpion meat. 


A successful Luck check of 15 will yield x1 Radscorpion 
Egg. 


Action Points 11 


3 AP 
Claw. Unarmed Attack: +6 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 7 (1d6+4) slashing. 


5 AP 

Stinger. Unarmed Attack: +8 to hit, reach 5 ft., one target. 
Crit Chance, 20/x3. Hit: 6 (1d4+4) piercing damage. If this 
damage was dealt to HP then the target also becomes 
poisoned for 1 minute and takes 2 poison damage at the 
start of each turn for 2 rounds. 
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Radscorpion, Glowing. 
Large mutated insect 


Armor Class 13 
Damage Threshold 3 
Stamina Points 48 
Hit Points 72 


STR PER  END_~ CHA _INT AGI LCK 
10 (+5) 10 (+5) 9 (+4) 2(-3) 1(-4) 6(4+1) 4(-1) 


Damage Resistances poison 
Condition Immunities Irradiated 
Senses passive sense 16 
Healing Rate 12 


Burrow. The Radscorpion can burrow into dirt, sand, or 
loose earth with 3 AP, gaining total cover and advantage 
on Sneak checks. It can move through the ground with 2 
AP per 5 feet and can resurface with 1 AP. 


Glowing. Any creature that starts their turn within 10 feet 
of the Radscorpion must succeed a DC 13 Rad Resist 
check or take one level of rads. 


Loot. x1 Radscorpion poison gland, x1 Radscorpion meat. 
A successful Luck check of 15 will yield x1 Radscorpion 


Egg. 
Action Points 11 


3 AP 
Claw. Unarmed Attack: +6 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 12 (2d6+5) slashing. 


5 AP 

Stinger. Unarmed Attack: +8 to hit, reach 5 ft., one target. 
Crit Chance, 20/x3. Hit: 7 (1d4+5) piercing damage. If this 
damage was dealt to HP then the target also becomes 
poisoned for 1 minute and takes 2 poison damage at the 
start of each turn for 3 rounds. 


Radscorpion, Stalker. 
Large mutated insect 


Armor Class 15 
Damage Threshold 3 
Stamina Points 96 
Hit Points 144 


STR PER  END- CHA _INT AGI LCK 
11 (+6) 11 (+6) 9 (+4) 2(-3) 1(-4) 6(4+1) 4(-1) 


Damage Resistances poison 
Condition Immunities Irradiated 
Senses passive sense 17 
Healing Rate 20 


Burrow. The Radscorpion can burrow into dirt, sand, or 
loose earth with 3 AP, gaining total cover and advantage 
on Sneak checks. It can move through the ground with 2 
AP per 5 feet and can resurface with 1 AP. 


Loot. x1 Radscorpion poison gland, x1 Radscorpion meat. 
A successful Luck check of 15 will yield x1 Radscorpion 


Egg. 
Action Points 11 


3 AP 
Claw. Unarmed Attack: +6 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 22 (3d10+6) slashing. 


5 AP 

Stinger. Unarmed Attack: +8 to hit, reach 5 ft., one target. 
Crit Chance, 20/x3. Hit: 11 (2d4+6) piercing damage. If 
this damage was dealt to HP then the target also becomes 
poisoned for 1 minute and takes 3 poison damage at the 
start of each turn for 3 rounds. 
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Radroach 
Small mutated insect 


Armor Class 10 
Damage Threshold 0 
Stamina Points 3 

Hit Points 2 


STR PER END CHA INT AGI LCK 
2(-3) 4(-1) 5(40) 1(-4) 1(4) 5(+0) 3(-2) 


Senses passive sense 11 
Healing Rate 1 


Loot. x1 Radroach Meat. 
Action Points 10 


4 AP 

Bite. Unarmed Attack: +2 to hit, reach 5 ft., one target. Crit 
Chance, 20/x2. Hit: 2 (1d6-3) piercing damage. If this 
attack deals damage to a target creature's HP, they 
increase their Irradiated score (from consuming irradiated 
food and drink) by 2. 


A Rattler is a creature | came up with for our Fallout: Zero 
campaign. It’s a mix of a brown recluse spider and a 
rattlesnake. 


Rattler 


Large mutated insect 


Armor Class 11 
Damage Threshold 1 
Stamina Points 40 
Hit Points 25 


STR PER END CHA _INT AGI LCK 
9 (+4) 14 (+9) 5(+0) 2(-3) 2(-3) 8(+3) 4(-1) 


Senses passive sense 21 
Healing Rate - 


Web Sprint. Rattler’s can move 10 feet with 1 AP in their 
own webbing. 


Loot. x1 Rattler poison gland. 
Action Points 13 


6 AP 

Bite. Unarmed Attack: +6 to hit, reach 5 ft., one target. Crit 
Chance, 20/x2. Hit: 9 (2d4+4) piercing and if this deals 
damage to the target’s HP then the target also becomes 
poisoned for 1 minute and takes 5 (1d10) poison damage 
at the start of each turn for 1 minute (10 rounds). 
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Stingwing 


Medium mutated insect 


Armor Class 11 
Damage Threshold 0 
Stamina Points 8 

Hit Points 4 


STR PER END CHA _INT AGI LCK 


5 (+0) 9(+4) 4(-1) 1(-4) 1(-4) 8(+3) 4(-1) 


Senses passive sense 16 
Healing Rate 3 


Flying. The Stingwing can fly 5 feet with 1 AP. 


Dizzying Movement. All ranged attacks against the 
Stingwing have disadvantage. 


Loot. x1 Stingwing Meat 
Action Points 13 


4 AP 

Stinger. Unarmed Attack: +6 to hit, reach 5 ft., one target. 
Crit Chance, 20/x3. Hit: 5 (1d 10) piercing damage. If this 
damage was dealt to HP then the target also becomes 
poisoned for 1 minute and takes 2 poison damage at the 
start of each turn for 2 rounds. 
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Stingwing Skimmer 
Medium mutated insect 


Armor Class 11 
Damage Threshold 1 
Stamina Points 18 
Hit Points 10 


STR PER END CHA INT. AGI LCK 
5(+0) 10 (+5) 5(+0) 1(-4) 1(-4) 9(+4) 4(-1) 


Senses passive sense 17 
Healing Rate 4 


Flying. The Stingwing can fly 5 feet with 1 AP. 


Dizzying Movement. All ranged attacks against the 
Stingwing have disadvantage. 


Loot. x1 Stingwing Meat 
Action Points 14 


4 AP 

Stinger. Unarmed Attack: +8 to hit, reach 5 ft., one target. 
Crit Chance, 20/x3. Hit: 11 (2d10) piercing damage. If this 
damage was dealt to HP then the target also becomes 
poisoned for 1 minute and takes 2 poison damage at the 
start of each turn for 4 rounds. 


Stingwing Chaser 


Medium mutated insect 


Armor Class 11 
Damage Threshold 2 
Stamina Points 50 
Hit Points 30 


STR PER END CHA _INT AGI LCK 


6 (+1) 11 (+6) 6 (+1) 1(-4) 1(-4) 10 (+5) 4 (-1) 


Senses passive sense 18 
Healing Rate 8 


Flying. The Stingwing can fly 5 feet with 1 AP. 


Dizzying Movement. All ranged attacks against the 
Stingwing have disadvantage. 


Loot. x1 Stingwing Meat 
Action Points 15 


4 AP 

Stinger. Unarmed Attack: +10 to hit, reach 5 ft., one 
target. Crit Chance, 20/x3. Hit: 17 (3d10+1) piercing 
damage. If this damage was dealt to HP then the target 
also becomes poisoned for 1 minute and takes 2 poison 
damage at the start of each turn for 6 rounds. 
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Robots 


Assaultron 
Medium robot 


Armor Class 13 
Damage Threshold 2 
Hit Points 80 


STR PER END CHA _INT AGI LCK 
8 (+3) 12(+7) 8(+3) 4(-1) 4(-1) 6(+41) 2(-3) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 19 

Repair Rate 12 


Robotic Body. Assaultrons take no damage from targeted 
attacks, but still take on their effects. 


Loot. x(1d6 x Luck Modifier) Energy cells, x2 Aluminum. 
x1 Robot Repair Kit. 


Action Points 11 


3 AP 
Claw. Unarmed Attack: +5 to hit, reach 5 ft., one target. 
Crit Chance, 20/1d8. Hit: 12 (2d8+3) bludgeoning. 


6 AP 
Charge Laser Beam. The Assaultron charges it’s laser 
beam attack to use on it’s next turn. 


6 AP 

Laser Beam. The Assaultron blasts it’s laser beam across 
a wide area, this action can only be taken if the “Charge 
Laser Beam” action was taken on the previous turn. All 
creatures within a 30 foot cone centered on the Assaultron 
take 55 (10d10) laser damage. 
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Assaultron Invader 
Medium robot 


Armor Class 14 
Damage Threshold 2 
Hit Points 104 


STR PER  END_ CHA _INT AGI LCK 
9(+4) 12 (+7) 8(+3) 4(-1) 4(-1) 6(4+1) 2(-3) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 19 

Repair Rate 15 


Robotic Body. Assaultrons take no damage from targeted 
attacks, but still take on their effects. 


Loot. x(1d6 x Luck Modifier) Energy cells, x2 Aluminum. 
x1 Robot Repair Kit. 


Action Points 11 


3 AP 

Shock Claw. Unarmed Attack: +6 to hit, reach 5 ft., one 
target. Crit Chance, 20/1d8 and the target is stunned until 
the end of their next turn. Hit: 13 (2d8+4) bludgeoning and 
11 (2d10) electricity damage. 


6 AP 
Charge Laser Beam. The Assaultron charges it’s laser 
beam attack to use on it’s next turn. 


6 AP 

Laser Beam. The Assaultron blasts it’s laser beam across 
a wide area, this action can only be taken if the “Charge 
Laser Beam” action was taken on the previous turn. All 
creatures within a 30 foot cone centered on the Assaultron 
take 55 (10d10) laser damage. 


Assaultron Dominator 
Medium robot 


Armor Class 15 
Damage Threshold 2 
Hit Points 136 


STR PER  END- CHA _INT AGI LCK 
10 (+5) 13 (+8) 8 (+3) 4(-1) 4(-1) 6(41) 2(-3) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 20 

Repair Rate 19 


Robotic Body. Assaultrons take no damage from targeted 
attacks, but still take on their effects. 


Loot. x(2d6 x Luck Modifier) Energy cells, x2 Aluminum. 
x1 Robot Repair Kit. 


Action Points 11 


3 AP 
Armblade. Unarmed Attack: +8 to hit, reach 5 ft., one 
target. Crit Chance, 20/x3. Hit: 21 (3d10+5) bludgeoning. 


6 AP 
Charge Laser Beam. The Assaultron charges it’s laser 
beam attack to use on it’s next turn. 


6 AP 

Laser Beam. The Assaultron blasts it’s laser beam across 
a wide area, this action can only be taken if the “Charge 
Laser Beam” action was taken on the previous turn. All 
creatures within a 30 foot cone centered on the Assaultron 
take 55 (10d10) laser damage. 


3 AP 
Cloaking (Recharge 5-6). The Assaultron becomes 
Invisible for 3 rounds. 
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Eyebot 


Small robot 

Armor Class 13 
Damage Threshold 2 
Hit Points 25 


STR PER END CHA INT AGI LCK 
3(-2) 10(+5) 5 (+0) 5(+0) 4(-1) 8(+3) 4(-1) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 

Senses passive sense 17 

Repair Rate 7 

Eyebot Body. Eyebots have no limbs to be targeted. 
Flying. The Eyebot can fly 5 feet with 1 AP. 

Loot. x2 Steel 

Action Points 13 

5 AP 


Laser. Ranged Weapon Attack: +5 to hit, range 60/120 ft. 
Crit Chance, 20/x2, 2d4 fire damage. Hit: 2 (1d4) laser. 


Mister Gutsy 


Medium robot 


Armor Class 13 
Damage Threshold 2 
Hit Points 72 


STR PER END CHA INT AGI LCK 
5 (#0) 6 (+1) 8(+3) 4(-1) 6 (+1) 7 (42) 4(-1) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 13 

Repair Rate 12 


Hover. The Mister Gutsy does not touch the ground when 


it moves. 


Robotic Body. The Mister Gutsy takes no damage from 
targeted attacks, but still takes on their effects. 


Loot. x2 Steel and x(1d4 x Luck modifier) 10mm rounds. 
Action Points 12 

5 AP (makes 3 attacks) 

10mm SMG. Ranged Weapon Attack: +5 to hit, range 
20/45 ft., up to three targets within 10 feet of each other. 
Crit Chance, 20/x2. Hit: 4 (1d4+2) ballistic. Reload every 
10 attacks. 


6 AP 


Flamer. Ranged Weapon Attack: +5 to hit, range 15ft. line. 


Crit Chance, 18-20, 1d10 fire damage each turn. Hit: 13 
(2d10+2) fire. Reload every 5 attacks. 
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Major Gutsy 


Medium robot 


Armor Class 13 
Damage Threshold 2 
Hit Points 152 


STR PER END CHA INT AGI LCK 
S(+0) 7 (+2) 8(+3) 4(-1) 6(+1) 7 (+2) 4(-1) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 14 

Repair Rate 22 


Hover. The Major Gutsy does not touch the ground when 
it moves. 


Robotic Body. The Major Gutsy takes no damage from 
targeted attacks, but still takes on their effects. 


Loot. x2 Steel and x(1d4 x Luck modifier) Energy Cells. 
Action Points 12 


5 AP (makes 3 attacks) 

Automatic Laser Rifle. Ranged Weapon Attack: +5 to hit, 
range 40/80 ft., up to three targets within 10 feet of each 
other. Crit Chance, 20/x2. Hit: 9 (2d6+2) laser. Reload 
every 24 (8) attacks. 


6 AP 

Flamer. Ranged Weapon Attack: +5 to hit, range 15ft. line. 
Crit Chance, 18-20, 1d10 fire damage each turn. Hit: 13 
(2d10+2) fire. Reload every 5 attacks. 


Mister Handy 


Medium robot 


Armor Class 13 
Damage Threshold 2 
Hit Points 42 


STR PER END CHA INT AGI LCK 
5 (#0) 5(#0) 6 (+1) 7 (+2) 6(+1) 7 (42) 4(-1) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 12 

Repair Rate 10 


Hover. The Mister Handy does not touch the ground when 
it moves. 


Robotic Body. The Mister Handy takes no damage from 
targeted attacks, but still takes on their effects. 


Loot. x2 Steel and x(1d4 x Luck modifier) 10mm rounds. 
Action Points 12 


4 AP 
Buzzsaw. Unarmed Attack: +3 to hit, reach 5 ft., one 
target. Crit Chance, 20/x3. Hit: 7 (1d10+2) slashing. 


6 AP 

Flamer (Recharge 5 - 6). Ranged Weapon Attack: +5 to 
hit, range 15ft. line. Crit Chance, 18-20, 1d10 fire damage 
each turn. Hit: 13 (2d10+2) fire. 
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Protectron 
Medium robot 


Armor Class 14 
Damage Threshold 3 
Hit Points 27 


STR PER END CHA INT AGI LCK 
8(+3) 5(+0) 9(+4) 4(-1) 2(-3) 4(-1) 2 (-3) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 12 

Repair Rate 4 


Hobbler. Protectrons can only move a maximum of 30 
feet on their turn. 


Robotic Body. Protectrons take no damage from targeted 
attacks, but still take on their effects. 


Loot. x(1d6 x Luck Modifier) Energy cells, x2 Steel. x1 
Robot Repair Kit. 


Action Points 9 


4 AP 
Fist. Unarmed Attack: +6 to hit, reach 5 ft., one target. Crit 
Chance, 20/1d8. Hit: 6 (1d6+3) bludgeoning. 


5 AP 
Laser. Ranged Weapon Attack: +2 to hit, range 30 ft. Crit 
Chance, 20/x2, 2d4 fire damage. Hit: 6 (2d6-1) laser. 


Protectron Medic 
Medium robot 


Armor Class 14 
Damage Threshold 3 
Hit Points 54 


STR PER END CHA INT AGI LCK 
8 (+3) 5(+0) 9(+4) 4(-1) 2(-3) 4(-1) 2(-3) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 12 

Repair Rate 7 


Hobbler. Protectrons can only move a maximum of 30 
feet on their turn. 


Robotic Body. Protectrons take no damage from targeted 
attacks, but still take on their effects. 


Loot. x(1d6 x Luck Modifier) Energy cells, x2 Steel. x1 
Robot Repair Kit. 


Action Points 9 


6 AP 

Defibrillator. Unarmed Attack: +6 to hit, reach 5 ft., one 
target. Crit Chance, 20/x2. Hit: 6 (1d6+3) bludgeoning and 
9 (2d 8) electricity damage. 
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Protectron Fire Brigadier 
Medium robot 


Armor Class 14 
Damage Threshold 3 
Hit Points 54 


STR PER END CHA INT AGI LCK 
8(+3) 5(+0) 9(+4) 4(-1) 2(-3) 4(-1) 2 (-3) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 12 

Repair Rate 7 


Hobbler. Protectrons can only move a maximum of 30 
feet on their turn. 


Robotic Body. Protectrons take no damage from targeted 
attacks, but still take on their effects. 


Loot. x(1d6 x Luck Modifier) Energy cells, x2 Steel. x1 
Robot Repair Kit. 


Action Points 9 


4 AP 
Fist. Unarmed Attack: +6 to hit, reach 5 ft., one target. Crit 
Chance, 20/1d8. Hit: 6 (1d6+3) bludgeoning. 


6 AP 

Cryo Spray (Recharge 5 - 6). Ranged Weapon Attack: +5 
to hit, range 15ft. cone. Crit Chance, 20, paralyzed until 
the start of targets next turn. Hit: 6 (1d10) cold. 


Protectron, Utility. 


Medium robot 


Armor Class 14 
Damage Threshold 3 
Hit Points 54 


STR PER END CHA INT AGI LCK 
8 (+3) 5(+0) 9(+4) 4(-1) 2(-3) 4(-1) 2(-3) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 12 

Repair Rate 7 


Hobbler. Protectrons can only move a maximum of 30 
feet on their turn. 


Robotic Body. Protectrons take no damage from targeted 
attacks, but still take on their effects. 


Loot. x(1d6 x Luck Modifier) Energy cells, x2 Steel. x1 
Robot Repair Kit. 


Action Points 9 


4 AP 
Fist. Unarmed Attack: +6 to hit, reach 5 ft., one target. Crit 
Chance, 20/1d8. Hit: 6 (1d6+3) bludgeoning. 


6 AP 
Nail Gun. Ranged Weapon Attack: +5 to hit, range 10/2O0ft 
Crit Chance, 20/x4. Hit: 3 (1d6-1) piercing. 


173 


Protectron, Police. 
Medium robot 


Armor Class 14 
Damage Threshold 3 
Hit Points 54 


STR PER END CHA INT AGI LCK 
8 (+3) 5(+0) 9(+4) 4(-1) 2(-3) 4(-1) 2 (-3) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 12 

Repair Rate 7 


Hobbler. Protectrons can only move a maximum of 30 
feet on their turn. 


Robotic Body. Protectrons take no damage from targeted 
attacks, but still take on their effects. 


Loot. x(1d6 x Luck Modifier) Energy cells, x2 Steel. x1 
Robot Repair Kit. 


Action Points 9 


4 AP 
Fist. Unarmed Attack: +6 to hit, reach 5 ft., one target. Crit 
Chance, 20/1d8. Hit: 6 (1d6+3) bludgeoning. 


4 AP 

Taser Unarmed Attack: +6 to hit, reach 5 ft., one target. 
Crit Chance, 20 target becomes stunned until the start of 
their next turn. Hit: 6 (1d6+3) bludgeoning and 9 (2d8) 
electricity damage. 


Sentry Bot 


Large robot 


Armor Class 15 
Damage Threshold 3 
Hit Points 200 


STR PER END CHA _sINT AGI LCK 


9(+4) 8(+3) 10(+5) 3(-2) 3(-2) 9(+4) 4(-1) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 15 

Repair Rate 21 


Robotic Body. The Sentry Bot takes no damage from 
targeted attacks, but still takes on their effects. 


Wheels. The Sentry Bot can move 10 feet with 1 AP. 


Overheated. At the start of the Sentry Bot’s 5th turn, it 
becomes incapacitated until the start of its next turn and 
exposes its Fusion Cores. These Fusion Cores can be 
targeted with a -3 to attack rolls, the Sentry Bot is 
vulnerable to all damage dealt to the fusion cores. 


Self-Destruct. When the Sentry Bot is reduced to 0 HP, it 
becomes immune to all damage and on it’s next turn 
initiates it’s self-destruct. At the start of it’s next turn; it 
explodes. All creatures within 30 feet of the Sentry Bot 
take 66 (12d10) explosive damage. 


Loot. x2 Fusion Cores, x4 Steel, x2 Gears. 
Action Points 14 


5 AP (makes 6 attacks) 

Double Chainguns. Ranged Weapon Attack: +7 to hit, 
range 30/50 ft., up to six targets within 10 feet of each 
other. Crit Chance, 20/x2. Hit: 7 (1d6+4) ballistic. Reload 
every attack. 


4 AP 

Bash. Unarmed Attack: +7 to hit, reach 5 ft., one target. 
Crit Chance, 20/1d8. Hit: 8 (1d8+4) bludgeoning or 12 
(2d8+4) if the Sentry Bot moved at least 20 feet before 
attacking. 
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Robobrain 
Large robot 


Armor Class 13 
Damage Threshold 2 
Hit Points 35 


STR PER END CHA INT AGI LCK 
8 (+3) 5(+0) 7 (+2) 6(+1)6(+1) 8 (+3) 4(-1) 


Damage Immunities poison 

Condition Immunities irradiated, poisoned. 
Senses passive sense 15 

Repair Rate 8 


Robotic Body. The Robobrain takes no damage from 
targeted attacks, but still takes on their effects. 


All Terrain Rollers. Tne Robobrain is immune to difficult 
terrain. 


Loot. x4 Steel, x2 Energy Cells. 
Action Points 13 


6 AP 

Tesla Rifle. Ranged Weapon Attack: +6 to hit, range 30 ft. 
Crit Chance, 20, targets one additional creature within 30 
feet. Hit: 12 (2d8+3) electricity. 


5 AP 

Mesmetron (Recharge 5 - 6). Ranged Weapon Attack: +6 
to hit, range 15 ft. Hit: Target becomes incapacitated until 
the end of their next turn. 


Humanoids 


This area isn’t totally done yet, there will be more to come 
in the future! 


Brotherhood Initiate 
Medium Human 


Armor Class 11 
Damage Threshold 1 
Stamina Points 15 
Hit Points 18 


STR PER  END- CHA _sINT AGI LCK 


5 (+0) 8(+3) 6(+1) 4(-1) 7 (+2) 5 (+0) 5 (+0) 


Skills Energy Weapons +5, Crafting +4, Science +4. 
Senses passive sense 15 
Healing Rate 6 


Defensive Tactics. Members of the Brotherhood of Steel 


gain +1 to AC. 


Loot. Initiates have x1 leather armor, x1 baton, x1 laser 


pistol, and x2d8 fusion cells, and 2d4 x LCK score of caps. 


Action Points 10 


4 AP 
Baton. Unarmed Attack: +0 to hit, reach 5 ft., one target. 
Crit Chance, 20/1d6. Hit: 4 (1d6) bludgeoning. 


5 AP 

Laser Pistol. Ranged Weapon Attack: +5 to hit, range 
45/95 ft., one target. Crit Chance, 20/x2, 2d4 

fire damage. Hit: 7 (1d8+3) laser damage. Reload every 
30 attacks. 
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Brotherhood Knight 


Medium Human 


Armor Class 12 
Damage Threshold 1 
Stamina Points 36 
Hit Points 36 


STR PER END CHA INT AGI LCK 
7(#2) 9(+4) 6(41) 4(-1) 7 (42) 6 (41) 5 (40) 


Skills Melee Weapons +4, Energy Weapons +8, Guns +5, 
Crafting +5, Science +5. 

Senses passive sense 16 

Healing Rate 9 


Defensive Tactics. Members of the Brotherhood of Steel 
gain +1 to AC. 


Loot. Knights have x1 steel armor. x1 baton, x1 laser rifle, 
x2d8 fusion cells, and 3d4 x LCK score of caps. 


Action Points 11 


4 AP 
Baton. Unarmed Attack: +4 to hit, reach 5 ft., one target. 
Crit Chance, 20/1d6. Hit: 5 (1d6+2) bludgeoning. 


5 AP 

Laser Rifle. Ranged Weapon Attack: +8 to hit, range 
70/140 ft., one target. Crit Chance, 20/x2, 2d4 

fire damage. Hit: 11 (2d6+4) laser damage. Reload every 
24 attacks. 


4 AP, (Can only be used once per encounter) 

Pulse Grenade. Thrown Explosive: +4 to roll, range 70 ft., 
10ft radius. All creatures in the area take 16 (3d8) 
electricity damage, robots are stunned for 4 - END mod 
(min. 1) rounds. 


Brotherhood Scribe 


Medium Human 


Armor Class 11 
Damage Threshold 1 
Stamina Points 36 
Hit Points 30 


STR PER END CHA INT AGI LCK 
5 (+0) 8(+3) 5(+0) 5(+0) 9(+4) 6 (+1) 6 (+1) 


Skills Medicine +6, Crafting +8, Science +8. 
Senses passive sense 16 
Healing Rate 8 


Defensive Tactics. Members of the Brotherhood of Steel 
gain +1 to AC. 


Loot. Scribes have x1 reinforced cloth armor, x1 power 
fist, x1 pulse grenade (if available), x2 stimpaks (if 
available), x2d8 microfusion cells, and 4d4 x LCK score of 
caps. 


Action Points 11 


4 AP 

Power Fist. Unarmed Attack: +4 to hit, reach 5 ft., one 
target. Crit Chance, 20/prone and knockback 15 

feet. Hit: 14 (4d6) bludgeoning. 


6 AP 

Plasma Pistol. Ranged Weapon Attack: +5 to hit, range 
45/95 ft., one target. Crit Chance, 20/x3. Hit: 12 (2d8+3) 
plasma damage. Reload every 16 attacks. 


4 AP, (Can only be used once per encounter) 

Pulse Grenade. Thrown Explosive: +4 to roll, range 50 ft., 
10ft radius. All creatures in the area take 16 (3d8) 
electricity damage, robots are stunned for 4 - END mod 
(min. 1) rounds. 


5 AP. (Can only be used twice per encounter) 

Stimpak. The Scribe uses the stimpak on themselves or 
another creature within 5 feet of them. They regain HP 
equal to their Healing Rate. 
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Brotherhood Paladin 


Medium Human 


Armor Class 17 
Damage Threshold 8 
Stamina Points 70 
Hit Points 60 


STR PER END CHA INT AGI LCK 
8 (+3) 9(+4) 6(+1) 5 (+0) 8(+3) 7 (42) 6 (+1) 


Skills Melee Weapons +6, Energy Weapons +8, Guns +5, 
Crafting +5, Science +5. 

Senses passive sense 16 

Healing Rate 13 


Defensive Tactics. Members of the Brotherhood of Steel 
gain +1 to AC. 


Loot. Paladins have x1 T-60 Power Armor, x1 power fist, 
x1 gatling laser, x2 plasma grenades (if available), x2 auto 
inject stimpaks (if available), x3 fusion cores, and 5d4 x 
LCK score of caps. 


Action Points 12 
x 


4 AP 

Power Fist. Unarmed Attack: +4 to hit, reach 5 ft., one 
target. Crit Chance, 20/prone and knockback 15 

feet. Hit: 17 (4d6+3) bludgeoning. 


6 AP (makes 5 attacks) 

Gatling Laser. Ranged Weapon Attack: +8 to hit, range 

70/105 ft., up to five targets within 10 feet of each other. 

Crit Chance, 20/2d10 fire. Hit: 15 (2d10+4) laser. Reload 
every 20 (100) attacks. 


4 AP, (Can only be used twice per encounter) 

Plasma Grenade. Thrown Explosive: +4 to roll, range 80 
ft., 10ft radius. All creatures in the area take 27 (6d8) 
plasma damage. 


0 AP, is used when HP is equal to 30 or lower. 

Can only be used twice per encounter. 

Auto-Inject Stimpak. The Paladin regains HP equal to 
their Healing Rate. 


Civilian 
Medium Human 


Armor Class 10 
Damage Threshold 0 
Stamina Points 5 

Hit Points 5 


STR PER  END- CHA _INT AGI LCK 
5 (+0) 5(+0) 5(+0) 5(+0) 5(+0) 5(+0) 5 (+0) 


Skills Survival +1 
Senses passive sense 12 
Healing Rate 3 


Self Preservation. Civilians become Frightened when 
taking damage to their HP. 


Loot. Civilians have 1d6+LCK mod. caps, x1 knife, x1 
9mm pistol (DL 2), x1 pack of 9mm ammo, x1 cloth armor, 
and x1 Salisbury steaks, and x2 purified waters. 


Action Points 10 


3 AP 
Knife. Unarmed Attack: +0 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 4 (1d6) slashing. 


5 AP 

9mm Pistol. Ranged Weapon Attack: -1 to hit, range 
20/60 ft., one target. Crit Chance, 20/x2. Hit: 3 (1d6-1) 
ballistic damage. Reload every 13 attacks. 


177 


Doctor 
Medium Human 


Armor Class 10 
Damage Threshold 0 
Stamina Points 10 
Hit Points 10 


STR PER END CHA INT AGI LCK 
5(#0) 7 (+1) 5(+0) 4(-1) 7 (42) 5 (+0) 5 (+0) 


Skills Survival +3, Medicine +10 
Senses passive sense 12 
Healing Rate 3 


First Aid. Tne Doctor gains a +1 bonus to all healing. 
Additionally; with 1 hour they can heal a creature up to 
half of their max HP and remove up to two levels of rads. 


Loot. Doctors have 4d10+LCK mod. caps, x1 knife, x1, x1 
cloth armor, x2 stimpaks, x1 first aid kit, and x1 Salisbury 
steaks, and x2 purified waters. 


Action Points 10 


3 AP 
Knife. Unarmed Attack: +0 to hit, reach 5 ft., one target. 
Crit Chance, 20/x2. Hit: 4 (1d6) slashing. 


5 AP, (Can only be used twice per encounter) 

Stimpak. The Doctor uses the stimpak on themselves or 
another creature within 5 feet of them. They regain HP 
equal to their Healing Rate + 1. 


5 AP 
First Aid Kit. The doctor immediately stops bleeding on 
themselves or another creature. 


Guard 


Medium Human 


Armor Class 11 
Damage Threshold 1 
Stamina Points 21 
Hit Points 24 


STR PER END CHA INT AGI LCK 
7 (#2) 6 (+1) 8(+3) 4(-1) 4(-1) 7 (42) 5 (40) 


Skills Guns +6, Melee Weapons +6, Intimidation +2. 
Senses passive sense 13 
Healing Rate 7 


Eye for Trouble. Guards have advantage on their Combat 
Sequence rolls. 


Loot. Guards have 2d10+LCK mod. caps, x1 baton, x1 
10mm pistol (DL 2), x1 hunting shotgun (DL 4) x1 
hardened leather armor, x1 first aid kit, and x1 brahmin 
steak, and x2 purified waters. 


Action Points 12 


4 AP 
Baton. Unarmed Attack: +4 to hit, reach 5 ft., one target. 
Crit Chance, 20/1d6. Hit: 5 (1d6+2) bludgeoning. 


4 AP 

10mm Pistol. Ranged Weapon Attack: +5 to hit, range 
20/70 ft., one target. Crit Chance, 20/x2. Hit: 6 (2d4+1) 
ballistic damage. Reload every 12 attacks. 


6 AP 

Hunting Shotgun. Ranged Weapon Attack: +5 to hit, 
range 20/35 ft., one target. Crit Chance, 20/21 (6d6). Hit: 
10 (3d6) ballistic damage. Reload every 5 attacks. 
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Junkie 
Medium Human 


Armor Class 10 
Damage Threshold 0 
Stamina Points 8 

Hit Points 4 


STR PER END CHA INT AGI LCK 
9(+0) 3(-2) 4(-1) 32) 3(-2) 8(+3) 4(-1) 


Skills Survival +1, Medicine +1, Crafting +1. 
Senses passive sense 10 
Healing Rate 3 


Self Preservation. Junkies become Frightened when 
taking damage to their HP. 


Loot. 
Action Points 12 


3 AP 
Shiv. Unarmed Attack: +0 to hit, reach 5 ft., one target. 
Crit Chance, 20/1d6. Hit: 5 (1d4) piercing. 


5 AP 

9mm Pistol. Ranged Weapon Attack: -1 to hit, range 
20/60 ft., one target. Crit Chance, 20/x2. Hit: 3 (1d6-1) 
ballistic damage. Reload every 13 attacks. 


6 AP 

Psycho. Ranged Weapon Attack: +5 to hit, range 20/35 
ft., one target. Crit Chance, 20/21 (6d6). Hit: 10 (3d6) 
ballistic damage. Reload every 5 attacks. 


6 AP 

Jet. Ranged Weapon Attack: +5 to hit, range 20/35 ft., one 
target. Crit Chance, 20/21 (6d6). Hit: 10 (3d6) ballistic 
damage. Reload every 5 attacks. 
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“Until we meet again, my friend. May the water you find in the desert not shine at you in the dark.” 
- Aradesh 


